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Tin- Dancing Hut of Baba Yaga is an adventure 
designed to challenge high-level player charac¬ 
ters (PCs). It has been structured for levels 7 
through 20 and can be played with a variety of 
character classes. Characters below level 7 should 
not go adventuring in this module. 

The adventure pits the PCs in a battle of wits 
against Baba Yaga-an ancient and powerful sor- 
ceress-and against the extremely powerful, semi- 
sentient artifact she has created: her "dancing 
hut." It contains a mixture of problem-solving, 
combat, tricks and traps, and role-playing. 

While higher-level characters might be 
tempted to try to kill Baba Yaga and steal her hut. 
this is not the focus of the adventure. Instead, 
Baba Yaga is intended as a nonplaycr character 
(NPC) who can have a recurring role in a cam- 
paign. 

The adventure is broken down into four 
parts. The first section. Story Background, gives 
the history of llaba Yaga-bolh as she i> described 
in Russian folklore and in AD&D 1 campaign 
terms. 

Tile second section. Adventuring Inside the 
Hut, gives general information on how the hut 
changes from world to world-and how magic U 
warped within the hut and what effect this will 
have on the PCs. 

The third section. The Deadly Dance, is the 
actual adventure. In it. the hut’s exterior and each 
of its 36 interior areas are mapped and described. 
This section opens with a number of "hooks" that 
the* Dungeon Master (DM) can use to entice the 
PCs into the hut. and concludes with ideas for 
future Baba Yaga encounters. 

The fourth section. Baba Yaga, contains the 
statistics needed to run Baba Yaga as an NPC. 

Because this adventure makes heavy use of 
spells and magical items from the Tome of Magic, 
it is recommended that the DM have a copy of 
this book. 

In Russian folklore. Baba Yaga was a power¬ 
ful "ogre" (a generic Russian term for an evil 
female wizard, rather than the A DAD game mon¬ 
ster) who traveled about the countryside in a fly¬ 


ing cauldron, searching for human victims to 
cook in her oven. She used a magical broom to 
sweep away all traces of her passage, and lived in 
a peculiar hut that stood on two giant bird legs. 

The folktales describe Baba Yaga as a with¬ 
ered hag. with a long nose, messy hair, and false 
teeth forged of iron. She was so thin that she 
earned the derogatory title "Bony Legs.” Site hob¬ 
bled around her hut on squeaky shoes, and her 
eyes flashed with a keen intelligence. 

Baba Yaga had a number of fantastic magical 
powers. She could cause thunder to grumble or 
the winds to howl, could command the sun to 
rise and to set. and could delect a person's nation¬ 
ality by sniffing him. Inside her hut was a foun¬ 
tain that contained the "waters of life," a treasure 
trove of magical herbs and teas, and a vast horde 
of precious metals. When there was housework 
to be done, she summoned a pair of floating 
hands to tidy up. 

At time*. Baba Yaga acted in a benevolent 
fashion, rewarding with magical gifts the young 
girls who were sent to her as servants. But she 
also had a more fearsome aspect. Baba Yaga, it 
was said, accompanied Death as he made his 
rounds, greedily devouring the spirits of those 
whom Death dispatched. 

Tills ancient sorceress ("Baba” means "old") 
would answer the questions of those who came 
to petition her, but paid a price for doing so-each 
question made her age one year. "Your endless 
questions make my old bones ache." she would 
complain. 

There are hints that the petitioner also paid a 
price. In Baba Yaga's own words, "People who 
know too much grow old before their time." 

Baba Yaga's Quest 

In the AD&D multivcrsc, the hut of Baba Yaga 
travels from one world to the next, "dancing" 
(pbnt shifting) its way through the planes. From 
her control room deep within its core. Baba Yaga 
directs the hut to areas where she can collect 
magical items to add to her trove of treasures. 



Although Bobo Yaga is one of the most pow¬ 
erful wizards in existence, she has not yet suc¬ 
ceeded in her most ambitious goal-immortality. 
While she has perfected a number of spells and 
magical devices that can either prolong her life or 
snatch her back from Death's icy grip, she still 
fears that, one day. one of these might fail. 

For several years now. Baba Yaga has accom¬ 
panied the minions of Death-minor beings who 
conduct Death's business on the Prime Material 
Plane. She has teamed from them the art of feed¬ 
ing upon the spirits of the dying, utterly destroy¬ 
ing them in a magical process that transfers the 
energy of life into sustenance for herself (for 
details, see the description of Baba Yaga at the* 
end of this book). 

Baba Yaga has recently captured several of 
these Minor Deaths, and hopes to use them as a 
lure to capture Death itself. Once she has cap¬ 
tured Death, Baba Yaga plans to exact a promise 
that Death will never come to claim her. 

In practice for this ambitious plan. Baba Yaga 
has tested her trap on a number of other archc- 
types-personifications of those primal energies 
that priests call forces. She has already captured 
and released an entire trilogy of forces: Light, 
Darkness, and Twilight. As ransom. Baba Yaga 
has gained the power to call upon any of three at 
will. She now has complete control over the dura¬ 
tion of daylight and darkness on any of the 
worlds she visits, and can control the arrival of 
dawn and dusk on any of the worlds her hut 
Inhabits. She can extend daylight when searching 
for something, or draw down darkness when she 
needs to conceal her actions. 

The Companions of Death 

The Coiupleit Priest's lijiulbock describes three dif¬ 
ferent powers a priest can worship and draw 
magical powers from: a god, a force, or a philoso¬ 
phy. A force is described as a mystical power that 
strongly affects the world, but which probably 
doesn't have a mind. 

For the purposes of this adventure, it is not 


important what these forces are. A force could be 
more powerful than a deity-and several gods 
might draw their own powers from these forces. 
The reverse might also be true; several gods might 
work together to create and maintain the force. In 
any cate, it is assumed that a force can assume a 
physical form, similar to a deity’s avatar. 

One of the most powerful forces is Death, 
whose avatar is a hooded, skeletal figure. When 
in avatar form, IX-ath rides a "pale" or greenish- 
yellow horse. Death does not appear in this 
adventure, but the DM may choose to have it 
make an appearance at a later point if the sugges¬ 
tions found in the Concluding the Adventure 
section are used. 

The three lesser forces that appear in this 
adventure are Light, Darkness, and Twilight. 
During this adventure, the l*Cs may occasionally 
glimpse the avatars of these three forces (a white 
knight mounted on a while horse; a black knight 
on a black horse; and a red knight on a red horse). 

The avatars that Death makes use of art- 
known as Minor Deaths, their task is to dispatch 
those whom Death wants to claim permanently. 
Death is not all powerful, and sometimes loses a 
victim as a result of a raise dcnii. resurrection or 
reincamatimt spell; however, any creature slain by 
a Minor Death is permanently destroyed (no 
mortal can interfere where death itself takes an 
active hand). 

While there can be literally thousands of 
Minor Deaths on any given world they are fairly 
weak creatures (see description page 28 ). 

Note: If this adventure takes place in a cam¬ 
paign world with a well-defined and rigid cos¬ 
mology, the DM can alter the descriptions of the 
forces accordingly. Instead of using forces, the 
DM should use the gods of death, darkness or 
night, light or sun, and dawn. Wherever a 
description of a "ghostly horseman" appears, the 
DM should substitute a description of a ghostly 
image of the appropriate deity. The DM might 
also wish to change Area G-l (the stables) of the 
hut to something more appropriate for those 
gods' forms of conveyance. 
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The Hut's Changing Appearance 

Baba Yaga's hut lias been described a number of 
limes in previous TSR products. In the 1976 
DUNGIONS & Dragons* supplement EUritch Wiz¬ 
ardry. it was described as a hovel, 10 to 15 feet in 
diameter, with an interior that was larger by a fac¬ 
tor of It) (100-150 feet). It conveyed upon its mis¬ 
tress the unusual property of being I m pe r vious to 
metal, which passed through her without effect 

In the original hardcover Dungion Mastir* 
Guide, the hut is described as being just 10 feet 
high-but containing within it some 30 rooms on 
three separate floors. The guide gave the DM the 
option of choosing between dozens of different 
powers, malevolent effects, and side effects for 
this artifact. 

In Dragon* Magazine Issue 83, the hut con¬ 
tained dozens of rooms, grouped into -18 areas 
that were organized In the form of a tesseraet. 
Wherever the hut stood, wildlife in a five-mile 
radius fled from it. A gale made of hones and 
magical skulls surrounded it. 

The hut Itself was non-sentient, but had a 
few pre-programmed defensive “reflexes." Its 
actions and movements wore controlled by Baba 
Yaga from a control room deep within the inte¬ 
rior. Due to Its extra planar construction, the hut 
could both plane shift and teleport. 

In the AU&D 2nd Edition Hook of Arlifdcti. 
the hut was described as "quasi-alive." It could 
see and hear, sharing its observations lelcpathi- 
(ally with its master. Its interior contained mine 
than 30 rooms; within them, only Baba Yaga 
could use summoning, interdimcnsional travel, 
or teleportation spells. 

Over the years, the hut was sometimes 
described as circular, other times as hexagonal. 
Each description gave slightly different statistics 
for the hut's legs, as well as different movement 
rates, attack statistics, and regeneration rates. 
Likewise, the distance over which the hut could 
be summoned varied, as did the command phrase 
used to enter it. 

Baba Yaga herself has also been described in 


more than one TSK product. One of the earliest 
descriptions can be found in Dragon* Magazine 
Issue 53. Each time, her powers and attributes 
were slightly different. 

Why the Changes Occur 

IK* hut is a powerful artifact, created ages ago by 
Baba Yaga-one of the most powerful wizards of all 
time. This ancient crone built her home so that it 
was dimensionally folded; higher levels of the hut 
occupy the same thnv-dimensional space as lower 
levels. Tlie result is an artifact whose interior com¬ 
prises a discrete demiplane. Due to this unique 
form of construction, the hut only partially touches 
upon the known planes of existence. 

Because the laws governing magic in a donii- 
plane are determined by the creator of that demi¬ 
plane (in this case. Baba Yaga), the hut is 
impervious to a number of mundane attacks and 
magical effects. Wilhin its walls, magic is warped 
in a number of unusual ways. (Sec the sections 
Magical Immunities of Ihc llut. and Magic 
Inside the llut.) 

Each lime tin- hut enters a different world its 
exterior undergoes subtle changes. This is why ils 
general appearance and attributes are slightly 
different in each campaign world. 

At the same lime that the hut changes. Baba 
Yaga herself undergoes minor changes. While her 
bask appearance and general attributes remain 
the same, she experiences slight alterations in her 
powers from one world lo the next. 

Baba Yaga is aware of these changes, and is 
always careful to shift her hut only to those 
worlds where Ihc changes will work to her 
advantage. There are some worlds Baba Yaga 
refuses lo visit. 

Layout of the Hut's Interior 

Because the interior of Baba Yaga's hut is dimen¬ 
sionally folded, its layout is dramatically recon¬ 
figured each time the hut enters a different world. 
This change is instantaneous. The number of 






rooms changes, as docs their size and shape, as 
the hilt's interior conforms to a pattern based on 
a different geometric figure. At the same lime, the 
contents of the hut automatically rearrange them¬ 
selves to suit the new layout. The only constant is 
that the interior walls, which are made of stone, 
always remain five feet thick. 

During a rearrangement, some inanimate 
objects disappear, while others manifest them¬ 
selves. Creatures that have taken up permanent 
residence inside the hut are also altered. Crea¬ 
tures or characters who are merely visiting the 
liul when it steps into another plane, however, 
remain the same. They simply find themselves in 
new surroundings of a similar nature (for exam¬ 
ple, If Ihey were confined in cells before, they are 
still confined in cclls-but their prison has a 
slightly different shape). 

Fortunately for Baba Yaga, her memory- of 
the Hut's Interior changes at the same time that 
the layout changes. She instantly knows all 
room shapes and sizes, the locations of all con¬ 
necting doorways and secret passages, and any 
magical properties or abilities that the hut has 
gained or lost. 

Note; It is not recommended that Baba Yaga's 
hut step into another world while the I’Cs are 
inside it, since this will require* the DM to com¬ 
pletely redraft the interior! 

The interior of Baba Yaga's hut always con¬ 
figures itself amund a precis- geometric shape. In 
some worlds, it lakes the form of a tesseraet (a 
four-dimensional figure composed of eight nor¬ 
mal cubes joined along their faces) and has 48 
areas; each "area" can be composed of several 
rooms. In other worlds, it takes the form of a 
four-dimensional sphere* with 30 areas. 

In this adventure, the hut's interior is config¬ 
ured in a series of equilateral triangles nested 
together in groups that share the same three- 
dimensional space, similar to a geometric fractal. 

Inside the hut, there* are a total of 36 areas on 
three levels (16 areas on Level 1.16 areas on Level 
2, and four areas on Level 3). Level 1 should 
prove a survivable challenge for PCs of levels as 
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low as 7-12; PCs of levels 13-17 can venture Into 
the more dangerous territory of Level 2. Level 3 
should be attempted only by l*Cs of levels 18-20. 

Mapping 

Because the hut is dimensionally folded, map¬ 
ping is difficult; the areas will not fit together 
properly if mapped on a single sheet of graph 
paper. 

For this reason, each area in this module Is 
mapped separately. A letter beside a door or por¬ 
tal indicates the area(s) that it leads to. 

Diagram 1: Areas of the Hut ffound on the 
inside front cover) provides a visual representation 
of how the areas relate to one another. Any two 
arras that slure a common boundary are connected 
by doors or portals (some of them concealed). 

Level 1 includes Areas A-P. Level 2 is made 
up of four ‘■quadrants" (FI-4, CI-4, HI-4, Ml-4) 
each of which contains four areas. Level 3 
includes Areas C3a-d. 

Each of the higher levels has been dimen¬ 
sionally folded to occupy the same three-dimen¬ 
sional space as the lcvcl(s) "below" it. To gain 
access to these higher levels, the PCs must either 
use a specific combination of knocks (to enter 
Level 2) or must use a "password" (to enter 
Lcvd 3). 

Entering Level 2 

Each quadrant (a group of four rooms with the 
same letter designation) on Level 2 is entered by 
using a different combination of knocks. One com¬ 
bination of knocks opens a passage to Areas Fl-4, 
another combination is used to open a passage to 
Cl-4. a third opens the way to HM, and a fourth 
to Ml-4. Here's an example of how it works; 

Normally, a character leaving Area B would 
only be able to enter another Level 1 acea-Area C 
or Area F. But if the correct sequence of knocks is 
used, the character can use the door that nor¬ 
mally leads to Area F to instead enter Areas Fl-4. 
The area to which the door leads is randomly 
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determined by rolling ld4. 

Suppose the character winds up in Area F2. 
From here, she may pass into any of the other 
areas in the quadrant (FI, F3, or F4). As soon as 
she leaves the quadrant, however, she returns to 
U*vel l-unlcss she knows the correct combina¬ 
tion of knocks to access the adjacent quadrant on 
Level 2. 

If, for example, she knows the combination 
of knocks that Rive* access to Areas GI-4 from 
Area F, she can pass from the FM quadrant to the 
CM quadrant by using an appropriate door (for 
example, from Area F3 to Area Gl). 

Note: Characters stepping from one quad¬ 
rant on Level 2 to another do not enter a ran¬ 
domly determined area. A door leads to a 
randomly determined area within a quadrant 
only when a creature is entering Level 2 from 
Level I. 

There is only one combination of knocks per 
quadrant of areas, but the sequence of knocks 
within this combination Is changed, depending 
upon which direction the quadrant is being 
entered from. FI-4, for example, requires the fol¬ 
lowing combinations: 3/5/4 from Area B; 4/3/5 
from Area E; and 5/4/3 from Area G. The DM 
should encourage players to knock on the table 
when trying combinations. 


A character leaving any of the outer rooms 
on Level 3 (G3a, G3b, orG3c) automatically steps 
back down to the adjoining area on Level 2 (for 
example, a character in G3c exits either into either 
C2 or G4, depending upon which door is used). 


Magic*! Immunities of the Hut 


Baba Yaga's hut has a number of intrinsic immu¬ 
nities to magic. The hut as a whole is impervious 
to all magical attack forms, whether by spell, 
psionic power, or magical item. 

The only magical items that could conceiv¬ 
ably harm the hut (except its legs, which can be 
temporarily damaged by magical weapons or 
spells) are a sphere of annihilation, an extra-power¬ 
ful dimensional mine, or a disintegration chamlvr 
Ltrge enough to encompass the entire hut. 

Should someone attempt to use any of these 
magical items against tlxe hut, it either moves away 
from them at the greatest speed possible or/»tom* 
shifts to another world. Even if unable to escape, 
the hut can still attempt a saving throw vs. spells as 
a 25th-level wizard. If the hut fails the saving 
throw, it is destroyed. The resulting implosion tears 
a hole in space, leaving a gaping portal (about the 
same size as the hut) that opens directly onto the 
Astral Plane. This opening closes after Id4 days. If 
the save succeed*, the hut is unharmed. 


Entering Level 3 

Level 3 can only be entered from Area* Gl. G2. or 
Gl by a character who uses the appropriate "pass¬ 
word" (performs a specific series of actions) while 
passing through a door that normally leads to Area 
G3. It is not possible to enter Level 3 from Level I. 

Those using a door leading to Level 3 from 
Level 2 will find that it leads to an area that is 
determined randomly. (Roll a ld3: l=Area G3a; 
2 =Area G3b; 3=Area G3c.) These three areas are 
interconnected, and form the trap that Baba Yaga 
hopes to use against Death. Each has a secret 
door leading to the central control room (Area 
G3d). The control room can not be entered from 
Level 2 or from Level 1. 


Magical Resistances 

All materials that are integral to the hut's 
construction (such as floors, walls, ceilings, 
doors, windows) radiate a strong magical aura 
and are impervious to the following spells: age 
object, dispel magic, enchant an item, enlarge, 
glassee. limited Irish, meld into stone, passwall, 
phase door, soften, spike stones, stone shape, stone 
to flesh, transmute metal to wood, turn wood, and 
wish, and to the psionic powers disintegrate, 
molecular agitation, and molecular rearrange¬ 
ment. 

They arc also completely unaffected by the 
following magical items: mattock of the titans; maul 
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lies and Half-Truths 

Finally, the hut's semi-s entient status conveys 
upon it the ability to lie. Should it be subjected to 
the spells ulenlify or slone tell, the only true answer 
it will give is its name: "the dancing hut ol Baba 
Yaga." The DM is free to fabricate lies or half-truths 
for any other questions the hut is asked. 

Magic Inside the Hut 

Because this adventure takes place within a pow¬ 
erful magical artifact, spells and magical items do 
not have their usual results when cast or used 
inside the hut. 

General Limitations 


of llie titans; rod of cancellation; wand of negation; 
build of size alteration. 

In addition, the hut’s structural components 
can subvert a number of spells. Anyone trying to 
force a portion of the hut to serve as an alarm or 
make noise (for example, by using the spells 
alarm, magic mouth, shrieking walls, or »i}u«Mlin<c 
Poors) finds that it has a "mind of its own" and 
can produce these sounds In random fashion. 

PCs trying to mark one of lire hut's surface-, mag¬ 
ically (for example, with the spells wtzard mark, 
glui'h of wording, or symlvf) finds that the* marks 
disappear and become ineffective as soon as they 
are inscribed. Surfaces can, however, be marked 
by mundane means-wilh nonmagical chalk or 
(Mint, for example. 

Baba Yaga, however, can use her magic to 
mark the walls. These markings, since they are 
not an Integral part of the hut. can be dispensed 
with In the usual ways (for example, with erase or 
dispel magic spells). 

Note: All furnishings, portable object*, and 
non-structural magical items within the hut do 
not share the hut’s immunities. They can be 
affected by spells, psionic*. and magical items. 

Spell Stealing 

The hut's structural components also can lake 
control of the following spells: crushing walls; 
Board's black tentacles. Maximilian's stony grasp; 
Slone shape; tentacle nulls; transmute rock to mud. If 
any of these spells are cast on one of the hut's sur¬ 
faces. the hut can choose to store the spell energy 
and use it against the intruders. Fortunately, this 
ability is not transferable from one area of the hut 
to another; the spell can be manifested only 
within the area in which it was cast-albeit within 
any room of that area. 

The hut effectively 'memorizes" the spell, 
which it can "cast" without having to resort to 
verbal, somatic or material components (which 
were provided by the wizard or priest when the 
spoll was first cast). The spell remains in the hut's 
memory for up to 24 hours. 


Because of the dimensional folding used in its con¬ 
struction. no magical spell, psionic power, or spell¬ 
like effect produced by a magical item will function 
beyond the range of a single area-even if the areas 
are within the same quadrant. For example, any 
spell cast fn»m Area A to Area 11 (or from Area FI 
to Area F2, or from Area Cla to Gib) disappears 
into another dimension as it passes through a con¬ 
necting doorway or portal, and is wasted. The 
same thing happens to a spell cast from the interior 
of the hut to the exterior (or vice versa). A spell 
may, however, be cast from one room to another, as 
long as both rooms are within a single area. 

Within the hut, magic affects only the area in 
which it is cast. Spells or magical effects that fill a 
volume of space expand to the limit of the space 
available in an area; the rest seeps off into another 
dimension. Spells that produce a wall or sphere 
are even more limited. The wall or sphere can 
expand no further than the limits of a particular 
room; it docs not expand into or through the 
walk of the hut itself. 

There are two exceptions to this role: 

If magic is cast directly upon a creature or 
object, the magical effect can move with the crea¬ 
ture or object from one area to the next. A charac¬ 
ter who is invisible, for example, maintains this 




invisibility while passing from Area A to Area B. 

The second exception is that Baba Yaga can 
cast magic from one area to the next. Because the 
hut is attuned to her magic, her spells are not lim¬ 
ited to a single area and may pass through door¬ 
ways or portals with ease. She is not able, 
however, to use magical items in this fashion; the 
effects of a magical item-even one in Baba Yaga's 
hands-are still limited to a single area. 

Teleportation 

It Is possible to leleport or blink within the hut, but 
only within a single area (for example, from one 
room in an area to another, or one part of a room 
to another). Spells that allow other forms of tele¬ 
portation (such as dintrusion door, transport ma 
plants, or tunidi) are similarly limited. 

So that she and her most trusted minions 
might teleport from one area to another inside the 
hut. Baba Yaga has constructed five magical 
“dimensional keys" that make this possible. Hath 
looks like a bronzed chicken's foot, and allows 
the person carrying it to teleport without restric¬ 
tion within the hut. Each key has been treated 
with a reversed Nyslul's magical num spell to give 
it the appearance of a non-magical trinket. This 
unique spell has been created by Baba Yaga and 
is contained in one of her spell books. If the DM 
wishes, it may be written up and made available 
to the l*Cs. 

Baba Yaga wears one of these keys on a thong 
around her wrist. The other four have been 
entrusted to the pit fiends in Area Gl. who can 
Itltfiorl in to any area to deal harshly with thieves 
ami vandals. 

Should one of the keys fall into the %vro«R 
hands (and should Baba Yaga become aware of 
this) she will send one of these pit fiends to 
recover it. If there are no pit fiends left, she will 
send a clay golem from Area D or a quasi! imp 
from Area M. 

A l*C using one of the keys must have at least 
viewed the area he wishes to travel to; if the PC 
teleports to an unknown destination, the spell 


backfires, with one of the results described in the 
-Dimensional Disasters- section. The key docs 
not allow its holder to escape the hut or access 
another plane-only to move freely between areas. 

Planar Contact 

Baba Yaga has constructed the hut so that crea¬ 
tures inside it cannot contact any of the known 
planes of existence-including the Prime Material 
Plane that exists just outside its door. Creatures 
or objects from another plane can neither be sum¬ 
moned nor banished. 

The following spells have no effect when 
used within the hut-even by Baba Yaga 
hcocll-vxcvpt in those areas Hut are specifically 
stated to be in contact with a particular plane, or 
where the creature the caster I* attempting to 
summon occupies another room within the same 
area (in which case the creature is merely sum¬ 
moned from one room to another). 

Wizard spells: astral spell; banishment; coniine 
animals: conjure elemental, coniure spell compo¬ 
nent; demishadow monsters; dismissal; dispel evil; 
distance distortion; Dramnij’s instant summon*; 
energy drain; ensnaremenl; estate transference;/iml 
familiar; gate; Hornung’s random dispatcher; 
imprisonment; intensify summoning; invisible 
stalker; Khazid's procurement; Leomund's secret 
chest; major creation; minor creation; monster sum¬ 
moning l-VII; mount; prismatic sphere, prismatic 
spray and prismatic wall (violet layer cannot 
send creatures to another plane); rope trick; 
shades; shadowcat; shadow form; shadow magic; 
shadow monsters; shadow walk; summon lycan- 
Ihroi v; summon shadow; summon swarm; vanish 
(no link to Ethereal Plane); vision. 

Priest spells: aerial servant; abjure; animal horde; 
animal summoning Nil; astral spell; astral window; 
call woodland beings: chariot of Sustarrc; conjure 
animals; conjure earth elemental: conjure fire elemen¬ 
tal; contact other plane; creeping doom; dispel evil; 
dust devih elemental swarm; elhenralk; gate; holy 
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word; insect plague; join with astral traveler, mind 
read, mind tracker, planar quest; plane shift; shadow 
engines; speak with astral traveler; stalker; succor; 
summon insects; u mind plague; ward matrix; wolf 
spirits; word of recall. 

Psionic powers: astral projection; banishment; 
dream travel; probability travel; summon planar 
creature. 

Magical items: The following items either do 
not function or have limited powers, due to the 
lack of planar connections with which to sum¬ 
mon creatures: amulet of the planes: bowl com¬ 
manding outer elementals; brazier commanding fire 
elemenlals; brazier of sleep smoke; censer controlling 
air elemenlals; cubic gate; deck of many things 
(void, flames and skull cards go temporarily 
blank while inside hut); elemental compass; horn 
of the tritons; horn of Valhalla; mirror of mental 
prowess (portal ability lost); oil of elherealness; 
pipes of the sellers; plate mail of elherealness; ring of 
djinnl summoning; ring of elemental command 
(fMMUlff ability lost); robe of stars, rod of passage 
(can only teleport within rooms in a single area); 
staff of the elemenlals Ipasswall ability lost); staff of 
the magi Ipasswall and plane travel abilities lost); 
stone of controlling earth elemenlals; sword of the 
planes (functions as *1 weapon, except when 
used against opponents from inner or outer 
planes); talisman of purr gift*/; talisman of ultimate 
evil; Trimia's catalogue of outer Plane artifacts; 
wand of conjuration; wand of wonder. 

Note: Powers are lost only while inside the hut 
and return when object is again outside the hut or 
when it is in an area with a connection to the 
appropriate plane. All properties that do not rely 
upon planar contact continue to function nor¬ 
mally inside the hut. 

Contact with Deities 

Baba Yaga's hut is an especially dangerous place 
for priests (including clerics and druids). These 
characters are cut off from contact with their 


deities. While inside the hut. they are unable to 
use the following spells: augury; commune; com¬ 
mune with nature; consequence; divination; divine 
inspiration; draw upon holy might; genius; spirit of 
PSWtfm 

In addition, the priest carries into the hut only 
that divine energy that is already stored within her 
body. She can use only those spells she has already 
memorized; while inside the hut, her prayers to 
have l»er spells restored never reach the ears of her 
deity. The priest is ait off from contact with the 
deity's plane of existence; only by exiling the hut 
or entering an area with connections to the appro¬ 
priate outer plane can she make contact with the 
doily and memorize more spells. 

Fortunately, not all links with a priest's deity 
are severed, and the prlwt also carries a trace of 
divine energy within her body A cleric's ability 
lo turn undead continues to function. Likewise, 
granted powers of priests and druids continue to 
function. 

Holy symbols, suffused ns they are with 
divine energy, continue to function normally. 
Magical items that contain portable chunks of 
divine energy (such as a candle of invocation, or 
incense of meditation) also continue lo function 
normally. 

Dimensional Disasters 

Because of its dimensional folding. Baba Yaga’s 
hut reacts violently to spells, psionic powers, and 
magical items that warp dimensional space. It 
likewise has a violent reaction to spells or magi¬ 
cal items that cause extra-dimensional pockets lo 
appear inside it. 

Those spells that trigger a reaction from the 
hut include: dimensional folding; exlradimen- 
sional manipulation; extradimensional pocket; 
implosion/ inversion; Leomund's secure shelter; 
maze. Mordcnkaincn's magnificent mansion; physi¬ 
cal mirror, seclusion; spacewarp; transformation, 
ward matrix. 

The psionic powers dimensional door and 
dimension walk also trigger a reaction when 




used inside the hut. 

Those magical items that trigger a reaction 
from the hut include: Ditern's instant fortress; 
portable hole, wand of prime material pocket; warp 
marble; uell of many worlds. 

If the PCs attempt to use any of the above, 
the effects are disastrous. Roll ld4: 

1. One of the user's arms is permanently stuck 
in another dimension. The character can still 
feel his arm. but it cannot be touched or 
used. It appears to have been neatly severed 
above the elbow; blood can be seen flowing 
in and out of the part that occupies the other 
dimension. The arm can later be returned to 
this dimension by means of a reversed 
exlnulimeiimnal /rocket spell. 

2. If a magical item triggered the reaction, the 
item collapses into a two-dimensional object. 
It has width and breadth but no depth, and 
can no longer be used in this dimension. It 
can later be restored by means of a reversed 
dito-diinension spell. 

If a spell is being used, the spell simply 
does not work. At Inc moment tire spell nor¬ 
mally would have taken effect, one of the 
user’s magical items (DM’s choice) becomes 
two-dimensional, as described above. 

3. An explosion tears a small hole in the fabric 
of space-time. If this effect was caused by a 
magical item, the item disintegrates. All of 
those within a 20 -foot radius of the magical 
item or the impact area of the spell (or of the 
caster, if the range is zero) suffer 10 d 6 points 
burn damage as radiance pours out of the 
Positive Energy Plane in a brilliant flash of 
light. In addition, all those within 100 feel are 
blinded for ld6 rounds. The hole forms (and 
re-seals itself) instantaneously. 

4. Hie user's mind temporarily enters a higher 
dimension. The user must save vs. paralyza- 
tion with a -6 penally or be driven insane. 
The insanity can be cured by psychic surgery, 
or by a heal spell. 


Another magical item that poses a danger is a 
tom of collapsing. If this horn is sounded inside 
the walls, the hut must attempt a saving throw 
vs. spells as a 25th-levcl wizard. A successful roll 
means there is no effect. If the roll fails, however, 
the ceiling does not collapse. Instead, a small hole 
is tom in the fabric of space-time. All of those 
within a 20 -foot radius of the horn suffer damage 
as per effect 3. above. 

Spying And Scrying 

From her control room at the center of the hut, 
Baba Yaga can spy upon llie yard surrounding the 
hut and the rooms inside the hut. She does this by 
means of a series of Irans-dIntentional scrying 
relays that can transmit sights, sounds, and smells. 

These one-way scrying relays manifest 
themselves in this dimension in a variety of dif¬ 
ferent forms-mirrors. crystals, fonts of water, 
and eyes in statues, tapestries or paintings. 
These can he put out of commission only by 
magical means (for example, by the spells disin¬ 
tegrate or dispel magic, or by a icand of negation 
or rod of cancellation). 

If all tto scrying re lays in an area are pul out of 
commisdon. Baba Yaga suffers Id 10 points of dam- 
ago-which she quickly regenerate*. Destroying all 
the scrying relays in an area renders one of the mir¬ 
rors in the control room blank for 24 hours. 

Visitors can avoid Baba Yaga's scrutiny by 
using the spells/a/sr vision, mind blank, Mor- 
denU men's /nitvle sanctum, non-.let ee lion, sequester 
or screen, or by more creative means, such as 
enveloping one of the relays in a darkness IS' 
radius spell). An amulet of proof against detection 
and location is also useful. 

Most areas of the hut contain scrying 
relays. Each time the PCs enter one of these 
areas, there is a chance that Baba Yaga will be 
monitoring its scrying relays from her control 
room (60% for Level 1; 75% for Level 2; 90% for 
Level 3). If so, she notes the PCs' actions, con¬ 
versations, and alignments (through her sense 
of smell, see page 62). 
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The PCs have I he same chance of noticing 
that they are the subjects of this scrying as are 
listed under the description for a crystal ball (in 
the DUNGEON Master Guide). Noticing that they 
are being spied upon only gives the PCs a sense 
that someone is walching-il does not allow them 
to immediately pinpoint the relay. Instead, the 
DM should say that the sense of being watched 
Increases as the PC moves in the general direction 
of the relay. 

Using the spell delect scrying automatically 
pinpoints the relay. 

Attempts by PCs to Spy or Scry 

Unlike Daba Yaga, the PCs' scrying is limited. 
Due to the hut's extra-dimensional construction, 
it is impossible to use magical means to see inside 
it from the outside (or vice versa). It is also 
Impossible to magically scry or send messages 
from one area to the next (although it is possible 
to do so from one room to the next within a par¬ 
ticular area). The following spells and magical 
Items are limited to a single area. 

Wizard spells: thirmdieiKr.cl a in v ytncr, demand; 
divining rod ; drram; ESP; hoixnng sJLiifl; fcvafr erru- 
lure; locale object; magic mirror; Rary's telepathic 
(win/; reflecting pool; tending; uhbperiug truth wiz¬ 
ard eye (eye disappears into another dimension 
and is lost if it passes through a doorway or por¬ 
tal from one area to another; it then no longer 
transmits information). 

Priest spells: find Die path; know direction; locale 
animats or plants; locale object; magic font. 

Psionic powers: clairaudience; clainvyance; know 
direction; know location; spirit sense. 

Magical items: crystal hill; crystal hypnosis Ml (user 
is no longer under the influence of beings from 
another plane while inside the hut); futiew cf treasure 
fouling; ring of X-ray vision (does not allow the user to 
see through any of the walls of the hut). 


Starling the Adventure 

When Baba Yaga arrives on a world, she typically 
sets her hut down in a secluded clearing in a 
dense forest. The first sign of her arrival (for 
those dose enough to observe it) is a wave of ani¬ 
mals that emerge from the forest like wildlife 
fleeing a forest fire. All animals (who are much 
more sensitive to Baba Yaga's fear aura than intel¬ 
ligent creatures) within a five-mile radius of the 
hut flee in terror. 

The next signs of Baba Yaga's arrival can be 
seen over greater distances. As she travels in her 
cauldron, thunder grumbles in a clear sky. Trees 
crash over in the forest, but the forest appears nor¬ 
mal to anyone who investigates the source of the 
disniptkm. (Sex- tlx- description of Baba Yaga's mag¬ 
ical cauldron and broom on page M for details.) 

Finally, weird things start happening to lime. 
One day might he unnaturally long, the next 
incredibly short, '(he sun might rise twice in a sin¬ 
gle 24-hour period, or night might stretch on for 36 
hours liach time Ik- sun rives or sets at an unusual 
bout people catch glimpses of a ghostly red horse¬ 
man. Each time day suddenly appears or night 
suddenly descends (without a sunrise or sunsc!) a 
ghostly while or black horseman is spotted. 

These strange happenings should whet the 
curiosity of the PCs. To lure them lo the hut, the 
DM can use any (or all) of the following scenarios: 

• The area's inhabitants ask the PCs to look 
into the strange warping of time. The people 
are terrified that the world is coming to an 
end and that the gods have forsaken them. 
(This works especially well if a significant 
calendar cvcnt-a festival day, change of sea¬ 
son, or major anniversary-is approaching.) 
Tltc PCs' only clues are the sightings of the 
ghostly horsemen, which are most frequent 
in an isolated forest region. Either by ques¬ 
tioning the forest's few inhabitants or by fol¬ 
lowing the horsemen, the PCs are led to Baba 
Yaga's hut. Their task is to persuade Baba 
Yaga to stop tinkering with time. 
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• A young girl named Marya approaches I he 
PCs. The girl is dressed in rags, and she 
explains that her twin sisler. Vassilissa. was 
sold into servitude two months ago by their 
evil stepmother. The buyer was a fierce ogress 
who lived in a tiny hut deep in the woods. 
Marya is terrifies! that the ogress will cook 
and eat her sisler if Vasilissa fails in her ser¬ 
vant's duties or shows any fear. She begs the 
rCs to deliver a rag doll to Vasilissa. so that 
she will be comforted by it at night. The doll 
appears ordinary ant! rather scruffy, but radi¬ 
ates a strong aura of divination magic It can 
give short (one-sentence), sometimes cryptic 
answers to any three question-* per day. To 
activate the doll's magic, the user must 
address it by its name: Alenka. Marya Irlb 
the PCs the name only if they specifically ask. 

• Tuga rin, a t raveling vendor of games, come* to 
town (or the PCs meet him along the road) and 
befriends the I’Cs. This rogue's specialties are 
loaded dice, marked cards, and “magical" rune 
stones used in fortunetelling. A short time later, 
the I’Cs encounter Tugarin a second time. His 
wagon has been smashed, his merchandise 
scattered, and Tugarin has been mutilated by 
what looks like claw and bite marks. Strangely 
enough, all that was stolen was a skull card 
from a deck of many firings. The deck, still 
clenched in Tugarin's hand, has lost its magic. 
The I’Cs are haunted by a phantom of Tugarin. 
who urges them to recover the missing card 
from his attacker, whom he describes only as 
"the little grandmother with squeaky shoes." 
Hu haunts the I’Cs (returning in Id4 Jays, if 
dispelled) until the card is recovered. 

• If the I’Cs have been looking for a specific 
magical item, their inquiries keep turning up 
the same name: Questrix. This gnome illu¬ 
sionist owns the item, but disappeared one 
month ago into a mysterious hut that walks 
about the countryside on bird legs. Alterna¬ 
tively, the l’Cs may find a letter written by 
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Questrix that refers to two wondrous items 
inside the hut: the "waters of wonder" and 
the "black flowers of transformation." 

Even if the DM does not use him as an 
adventure hook. Qucstrix's name should 
tum up frequently in the days preceding this 
adventure. He has left a number of clues 
inside the hut. and the PCs will be belter able 
to interpret these if they have heard his name. 

Perhaps the local folk (or Marya) are ask¬ 
ing the PCs to help them only after having 
first asked Questrix the same thing, only to 
have him never return. Or perhaps people 
are overheard speculating on the where¬ 
abouts of. "That funny little wizard. 
Questrix." 

A full description of Questrix con he 
found under Area P. 

Exterior of the Hut 

The hut b a small, hexagonal log cabin. It is win¬ 
dowless and has a single door in one wall. The 
hut b 15 feet wide and 15 feet tall. Just under Its 
sloping, thatched roof is a wooden panel, run¬ 
ning around the circumference of the hut, that 1* 
decorated with strange symbols (these resemble 
the Cyrillic alphabet form Baba Yaga's home 
work!) and caned eyes (scrying relays). If trans¬ 
lated. the inscription reads: "Welcome to the 
home of Baba Yaga. Seekers of knowledge are 
welcome; seekers of wealth, beware!" 

When first sighted, the hut is motionless 
upon Uic ground. Surrounding it. at a distance of 
80 feet, is a fence composed of 64 humanoid 
skulls, supported by the upright pillars of their 
own spinal columns. Each has excessively long 
canine teeth, reM-mbling those of vampires. 

At night, the eyes of these skulls glow. Illu¬ 
minating an area 60 feet outward from the fence 
with a soft purple light. 

The fence is a circle of necrophidius golems, 
planted in the ground about eight feet apart. 
Loyal to Baba Yaga, they let her pass, hut attack 
anyone else. Anyone coming within 60 feet of the 
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skulls causes them to begin their "Dance of 
Death." Those watching this hypnotic swaying 
must make a successful saving throw vs. spell or 
become immobilized, as if affected by a hypmiiun 
spell. A half dozen of the nccrophidii then slither 
forward to attack each helpless victim. 

Golem, Necrophidius <M): AC 2; MV9 FI 18; HD 
2 ; hp 10 each (9 in head, 1 in spinal column); 
THACO 19; *AT I each; Dmg Id8; AL N;SA hyp¬ 
notism. paralyzation; SD immune to poison, 
turning, and mind-influencing spells; MR nil; ML 
fearless <20); XI* 270 each. 

Once the fence has been dealt with, there are 
other dangers. If anyone not accompanied by 
Uaba Yaga approaches to within 40 feet of the hut, 
it rears up onto its two legs, which are 12 feet 
long and about two feet thick, and attacks. See 
the Getting Inside section for the legs' statistics. 

From inside her control room at the center of 
the hut, Uaba Yaga can see the area enclosed by 


the skeletal fence ami command the actions of the 
legs. Should she choose to flee, rather than attack, 
she has three options. By walking, the hut can 
travel 48 miles per day over smooth ground or 
water, 36 miles through forest or jungle, and 24 
miles over all other terrain types. Her second 
option is to cause the hut to Ir/r/wrf in one round 
to any other location on the plane it currently 
occupies. As a third option, she can cause the hut 
to "dance." On the eighth round of dancing the 
hut plane shift* to another world. The lags can 
attack while the hut dances. 

Although the hut appears to be made of 
wood and thatch, it is immune to fire, acid, cold, 
water, lightning, and any form of physical attack. 
It is also completely immune to all forms of 
magic. Only its legs may be harmed-and then 
only temporarily. (See the Getting Inside section.) 

Any direct magical attack on the hut causes a 
flurry of downy white chicken feathers to explode 
from its roof. The feathers flutter down like snow 
in a 100-foot radius. It will be Id4 rounds before 
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the fillers start lo Lind on the donclen (Riving 
the PCs lime lo run oul of Ihe area of effect, if 
they choose lo do so). After that, ihe feathers an* 
falling so thickly lhal they arc automatically 
deemed to envelop those within the area of effect. 
Anyone enveloped by feathers is affected as 
though attacked by a douJkill spell. 

The feathers fall for a total of 4d4 rounds 
(including the first ld-l rounds mentioned above). 
They can be blown by the wind, but disappear 
upon touching the ground. 

Getting Inside 

Thera are two options for getting inside the hut. 
The first Is to use the proper command phrase: 
"Hey my stmng locks, unlock yourselves. Hey my 
sturdy door, let me in.” (It must be spoken In Baba 
Yaga's native language, which resembles real- 
world Russian.) One way for the l*Cs to learn it is 
by concealing themselves from llaba Yaga and lis¬ 
tening lo her use it as she enters tlx* hut-but they 
will need to find a way to comprehend her lan¬ 
guage. And there is a catch-thc phrase will not 
work if the hut has already reared up on its legs; it 
will only work If the hut is settled on tlie ground 
(that is, if the PCs are standing more than 40 feet 
away from the hut). Alternatively, the PCs can use 
a legend lore or viiion spell, or could tris/r the door 
open. Ilie door Is KROnf locked. and gives access to 
Room 1 of Area A. 

The second option is for Ihe PCs to gain 
forcible entry to the hut. which can be done by 
defeating the legs in battle (reducing both of them, 
simultaneously in any given round, to zero or less 
hit points). The legs then disappear and the hut set¬ 
tles to the ground. It remains motionless, its door 
open, until both of the legs have regenerated back 
to at least one hit point. Tlx* door then slams shut 
and the hut springs back to its feel. 

Legs (2): AC 0; MV 24; HD 10; hp 45cach;THACO 
11; a AT I each; Dmg 3d6 (claw)/ d6 (claw).SA 
crush; SD can be hit only by magical weapons, 
regeneration; MR 1(X)%. 


Each leg regenerates three hit points a round. In 
addition, they absorb the energies of any attack 
spell cast at them, gaining the number of hit 
points that would normally bo inflicted. If Ihe 
attack was directed at a single leg, it gains Ihe hit 
points; otherwise the points are split evenly 
between the two legs. 

besides attacking with its two clawed feet the 
hut has the option of dropping upon any charac¬ 
ters beneath it. The legs momentarily vanish, 
then reappear as the hut stands up again. The luit 
can drop once every three rounds, crushing those 
below it for 6d6 points of damage. 

Interior of Ihe Hut 

There are three categories of monster* Inside 
Uaba Yaga's hut. The first type are Uaba Yaga's 
companions-maglcal animals who have lived 
with Uaba Yaga for some time. Some are Intelli¬ 
gent and know many of the secrets of the hut 
(including several of the secret knocks and pass¬ 
words), while others ltavc only an animal intelli¬ 
gence. Because Uaba Yaga sometimes mistreats 
them, they may offer assistance to l*Cs who treat 
them well. 

The second type of creature found inside the 
hut are those evil inimanoids, monsters, and planar 
creatures that Uaba Yaga has summoned to serve as 
henchmen. Some are fanatically loyal, while others 
hate and fear Baba Yaga and must be kept in line 
by threats and powerful magical spells. 

The third type of creature found inside the 
hut are Baba Yaga's visitors. Some arc welcome 
guests (for example, the avatars of Light, Dark¬ 
ness and Twilight) while others arc prisoners. 
Still others act as Baba Yaga's unwilling sen-ants. 
Baba Yaga normally teleports from one area of 
the hut to another. But when using a door, her 
touch is sufficient to open any wizard lock. To 
move from one level lo the next through a door, 
she too must utter passwords or use secret 
knocks. When passing through a door from a 
lower level to a higher level, she too winds up in 
a randomly determined area. 


14 





The Deadly Dance 



The attic is also hexagonal. The ceiling is just 
live feet high in the center, and rafters slope 
down from the peak to a height of three fee! 
near the walls. Dirty straw covers the floor, 
hiding the trap door there. 


Tempo: Lento 


Level 1 of the hut can be explored by characters 
of 7th level and up. No passwords or secret 
knocks are required to move from one area to 
another on this first level. 

Unless stated otherw ise, all walls are stone, 
all ceilings are 15 feet high, and all rooms are lit 
bv lanterns or candclabras that hang from the 
ceilings. 

Doors are made of wood with the following 
exceptions: doors leading to Area F are stiver; 
doors leading to Area G are gold; doots leading 
to area H are black iron; doors lending lo area M 
are bronze that has turned green with verdigris. 

All map^ are at the same scale: one square * 
10 feet, except Area A (one square - 5 feet). 

When the PCs enter the hut, Queslrix has 
been a captive of Baba Yaga for several weeks. He 
is imprisoned in Area P. 


Area A: Hut & Cavern 


1 The front door of Baba Yaga's hut leads to a 
small, dark, hexagonal room with a plank 
floor and ceiling 10 feet high- The room con¬ 
tains a messy bed and a brazier filled with 
cold ashes. Pegs on the walls hold ragged 
robes, trayed ropes, and dried herbs that have 
gone moldy. Worn baskets on the floor hold 
chipped pottery cups and empty bottles, and 
a ladder leads up to a trap door In the ceiling. 

A secret trap door is located In the floor 
under the brazier; under it is a rusted ladder 
leading down. 


This rough stone cavern contains a jumble of 
boxes and barrels that hold stale food and 


sour wine. Behind them, a door can just be 
seen. The door leads to a dead end, and open¬ 
ing it triggers a symbol ot stunning. The other 
obvious exit from this room is a rusted ladder, 
set into one wall; it leads up to a trap door 
A heavy metal plate in the floor is hot lo 
the touch. If this is dragged away, PCs find 
an apparently bottomless shaft leading to a 
flame-filled inferno Faint, ghostly screams 
can be heard echoing up Iron* below. 

lust Ida rounds after the hatch is opened, 
three two-foot-widc balls of flame emerge from 
if and hang in the air as if watching the PCs. 
These are will o’ wisps that have mutated to a 
red color and that can imitate humanoid cries. 


Will o' Wisp (3): AC -8; MV FI IS (A); HD9; hp 41 
each, THACO 11; #AT 1; Dmg 2d8; AL CE; 5A 
electricity; SD spell immunities, invisibility; MR 
special; Ml. fanahe (17); XP 3,000 each. 










Inside one of the boxes, only partially hidden. is 
a sm.ill leather pouch of gold coins and a mu* >j 
/Nirrpin*. Baba Yaga placed (lie pouch here lo 
lesl lhe honesty of anyone who enters the hut. 

I he will o’ wisps inspect the box to see if it was 
opened and attack the party il the pouch i* 
missing. 

If a will o' wisp is reduced to less than live 
hit points, it disappears back into the pit-unless 
the cover lias been replaced. If forced to niter up 
treasure, the will o' wisps direct the It's to the 
pouch. 

A small pack < Id I) of rats inhabits the three 
rooms that make up this area. They hide in tlx- 
straw, bedding and boxes. Tlx- rats are normal. 

■ / a-l lit Dice (1-2 hit points) creatures except in 
one respect: each has one glass eye. These false 
eyes serve as Baba Yaga's scrying relays in this 
area. 

Access lo Area C is through the pit in the 
flour of the cavern. The flames and heal in llx- 
pit and its bottomless appearance are llx- result 
of a ivrimimiil illn'ion spell. The pit actually is 
five feel wide, 100 feel deep, and filled with a 
chilly while mist. There is a small trap door at 
the bottom 

The mist has seeped in from the swamp 
where the will o' wisps live. Droplets ol powerful 
acid are suspended within the- cloud of mist 
Inside the pit. Anyone exploring the pit must 
save vs. poison al a -2 penally each round ix suf¬ 
fer Til l points of damage. Failure also means lhal 
equipment exposed to the acid must also save; 
ropes lowered into the pit must automatically 
Vive. 1 he will o' wisps arc immune to this acid. 

The pit has a direct connection lo tlx- will o' 
wisps' swamp. I he swamp is located ehewhea* 
on llx- same world the hut is currently visiting. 

The will o' wisps can pass back anil forth 
between the pit and their swamp al will, seem¬ 
ingly disappearing through its walls. PCs can do 
SO l> nly by means of a spell that allows them lo 
fi-Jrpnrl. 

Any summoning spells cast in the pit have a 


75'. chance of forcing the will o' wisps to return. 
At the DM's discretion, other swamp creatures 
may also be summoned. 1 lx- acidic mist i> con¬ 
tained within the pit; it d.x-> not enter Area C or 
llx- other rooms ol Area A. 

Area B: Imprisoned Cyclops 

This room is utterly dark. When the PC’s first 
enter, any normal light sources they are carrying 
extinguish themselves. Only magical light can 
penetrate the darkness; iniravision is useless. 

A cyclops that Baba Yaga captured on 
another work) is imprisoned lx-re. He is terrified 
ol the darkness and is swinging his huge club 
Mindly, smashing the pillars that line the walls. 
IVbris flies through tlx- air; tlx-re is a 251-chance 
per round (noil-cumulative, rolled separately for 
each I’d that a l*C in tlx- main part of the room 
is struck by a splinter of slone that indicts 2 d4 
damage-. 

I he room lias a celling that is Til feet high 
along each of the longer walls and lhal curves 
gradually inward to reach a height ol 50 feel al its 
midpoint A round, three-loot-w ide mirror is set 
into its apex; this is llx- serving relay 

A% soon as a magical light source illuminates 
llx- room, llx- PCs see Ihe cyclops. At the same 
lime, they see a ghostly black knight on a black 
horse (llx- force Darkness). Tlx- cyclops immedi¬ 
ately attacks the knight with his club, which 
passes harmlessly through Ihe insubstantial fig¬ 
ure. It will appear, however, that Ihe cyclops' 
attack worked; llx- black knight wheels his horse 
and rxU-s thnxrgh a wall, disappearing into il. 

The PCs also see pool of water, surrounded 
by a kdge one tool high, set into the floor mid¬ 
way between tlx- two doors. Tlx* water tastes bit- 
k-r but has magical properties similar lo a mi* of 
ui*tnurtfC anyone who takes a good drink can go 
fix an entire day without fixxl and needs only 
two hours' sl.vp lhal night lo he refreshed. The 
water Ii*m-> its effectiveness after just 2ill« turns if 
removed from the pool. 





Al the same moment the IO.ivl knight disap* 

i'.>is .1 i.u- In ih.. far comer of Ac mate room 1,11. 

,,K * " K "" "'Hl> '■>:»»«. tiiul the metal door loading 
Ai.m C begin* l.iglow with .1 dim red l. K ht. li is 
rod lu.l; .mv.ine touching ,i sutlers Mr. points of 

. .. A » ilv « «'<“'» opf*osite || leads lo Area F 

!!' !"‘T' , " tM ' ,l ' U '" , " u ' 1 r *mdonily in ,|iudr.m( 
i l l il llu* proper !k»|ueiKV of knocks e. used). 

I In- lire li.is l*vn burning ..II this lime; when 
j'.iikness was p,e>e..C .1 produced heal. but no 
iip.lil. I In* wood has been Ire.iled with .i >>< 

nvtfriitmiig spell Jiul iv,|| burn for .inolher I.H 
lunirs. 


tiMMl Cy f| „ps : AC 2; MV 15; III) 13; hp 64; 

'' lA< r"'-’ A 1 l;l *"»? Al. CH; SA hurt si one; 

M) ml; MR ml; Ml. elite (16); XI’ 4.000. 


lb.*cyclopscarries clubtfsmHkmg .., magical 
Hem llul functions in the simo manner as a 


•y UjiKiug. Alter four rounds of fighting, the 
Jl j nv ' " lo " djlKV <" •'»«-“ king opponents 
While I... hurls Chunks of the shattered pillars 
I he ck*> ,s far mo large tor most PCs to wield; it 
requires a Strength of 18 or more. 

1 he cyclops ,s trapped in ||.i> because In¬ 
is loo Ng lo fit through the doors. I le is furious 
»v.th Halu Yaga (whom In* calls "Ha Ya") because 
sIk- Hole and ate his flock of sheep. 

If asked about the pool, the cyclops says it is 
bad water and warns the PCs away from 
il-even though he has drunk from il several 
imu-s lie knows litilealn.nl Ha Ya save that slu¬ 
rs dangerous, but can describe one or hvo of her 
jn»wers. He mistakenly believes his club is cap.,* 
blent driving Off the black knight. The cyclops 
believes the black knight to In* one of Ha Y.i’s 

S,*\ ,-ral days ago. the* cyclops used ch.uco.il 
to marks on llu* floor nt\u lu% fire: 

~lll. 11111 , 1111 " (|| U > mv ref knock needed lo access 
Area* I M) He has forgotten what the mark* 
mean but he knows that they were important to 
Hie liny man" (Queslrix). 


Area C: Kitchen 

1 . This storage room is magically cool. Sheep 
carcasses lung from a number of l.uge hooks 
m Ihr celling. When Hu* PCs first enter, they 
mv an illusion of themselves lunging dead 
on I He hooks Touching any carcass dispels 
file illusion. 1 

The room also contains j bloodstained 
chopping block. A secret trap door in the 
bl«K k gives access to the tunnel leading to 
Area A (see Room 3 of Area A). The trap 
door ,s activated by pulling on the empty 
meat hook closest to it. 

•Vole: The "fiery pit" illusion described in 
Room 3 of Area A does not affect those 
viewing the shaft Iron, this end ; instead 
Ihev sec a 100-foot horizontal shaft, filled 
with mist, that leads to a cavern. Gravity 
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changes as mnui as a character climbs into 
the shall; ii become* vertical. with llw PC al 
the bottom. 

2 . The kitchen feature* two large table*, 
wooden Mooli, and a huge Move. Cabbage 
soup is cooking in a p<4 on lop of Ihe Mow 
an.I fresh bre.nl lies cooling on Ihe tables. 
Kitchen implements hang from peg* .*» he .hi 
shelves. Each table also holds a human-sized 
roasting pan and a metal pole with a hook m 
one end and scorched clmh padding oo the 
handle. 

The stove is cast iron and has a Iron! 
shaped like a dragon's face. Us eves arc this 
area's serving relays. I lie Move fills the room 
with warmth; a roaring lire is visible behind 
Ihe glass window set into the ”moulh~ of UK- 
stove. Behind the lire, a normal-sized metal 
door (glowing cv»l from llie heat) can be seen. 
The door leads to Area B. 


Ihe stove is heated by a contained field 
of red dragon breath capable of inflicting 
6 d 10*3 points of damage. (The fire is com¬ 
pletely contained inside the stove and will 
not "spill out" through either door.) Anyone 
inside one of the roasting pans can In- 
pushed through, using the padded metal 
polos. The magical pans oiler complete pro¬ 
tection from extreme heat lor 2 d -1 rounds; 
after this, they begin conducting the heal 
normally. 

A dumbwaiter is set in the wall opposite 
the door to the meat storage room. Both its 
door and shaft are just one foot wide. Any 
PC small enough«“ sii »n the dumbwaiter (a 
halfling or gnome, for example) can haul on 
a mpe. sending it squeaking up to Area I). 

One of llw door, in the kitchen is dimension¬ 
ally folded to give access to Ihe intestines of 
llw first person who opens it. This magic can- 
i*4 be dispelled. The “corridor” it ope ns onto 
appears to he a twisting hallway with walls of 
a soli, red material and a floor that is knee- 
deep in putrid sludge. The sludge eats 
through organic substances such as flesh and 
leather, causing 2d6 points of damage per 
round of immersion. The intestine lead* grad¬ 
ually upward from the door for 20 B feel. II 
eventually reaches llw stomach. A “cavern" 
tilled with a "lake" of digestive juices 

Any damage done to the walls of ll*- "cor¬ 
ridor" affects the character who opened Ihe 
door (for example, a fiitkltl cast into the cor¬ 
ridor would explode inside the character). 
There an- warnings however As soon as any 
object or character touches the corridor, the 
affected character must save vs. poison or 
suffer mihl stomach cramps 

If Ihe person who first opened the door 
Iih-s to enter the corridor, the character feels 
some kind of invisible barrier. The character 
must make a bend bars/lifl gates roll to 
enter. Should llu- roll succeed, the character 
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is dimensionally folded (turned inside out) and 
must save vs. death magicat a -I penalty. Failure 
tesu I Is in .1 messy death, and the character still 
sutlers l(M6 points of damage if the save sue- 
coeds. In either case, the door swings shut ami 
anyone inside the corridor is transported kick in 
the kitchen. The next person to open tin- door 
begins the sequence a,;,un. 

Area D: Reception Hall 

I. This room contains a table bedecked with 
elegant crystal glasses and a decanter. hi K tu 
silver serving trays stand on shelves around 
the room. Fach is engraved with a horrific 
looking face; the eyes are the scrying relay*. 

A dumbwaiter is set into one wall, lioth 
its door and shaft are just one foot wide. 
Any I'C small enough to sit on the dumb- 
waiter (a halfling or gnome, for example) 
can haul on a rope, sending it squeaking 
down to Area C 

I he decanter is a magical Jrtunlrr ./cndV*. 
ti-Jirc that pours wine at the rate of one quart 
|vr round. The- enchantcxl glassy am unbrvak- 
ahliv Should anyone try to steal cither, the faces 
on I lie serving trays anioule ami begin to >mg 
soi.,;s about fixating and food. Those who fail a 
save vs. sjvlls find themselves cursed with an 
nisi liable hunger that mimics the effects of the 
5 I’*'II "MiiiiH.- Hunt. As long as the affected 
character can I war the singing, he or she musl 
c.mlinueeating Dragging the cluracter out of 
hearing range(inlo the next room, if the door is 
slml) or plugging tli.it character's Mrs breaks 
the effect. The trays continue to sing until all 
the characters leave the room and the .lour to 
11 if room iscloMxl. 

I liilden behind one of the trays is a folded 
puve of parchment tluit bears a clue to access¬ 
ing Areas 111 -I from this area. On it i> writ¬ 
ten: The recipe for black pudding is seven 
measures of oatmeal, two pounds of meal, 
and three onions. Queslrix." 


Area D: Reception Hall 

ihftllW 


/J/ tr: 



- Helmut a door made of black iron, a staircase 
Wind* upward around a seemingly bottom¬ 
less pit that radiates intense cold, liolh Hu¬ 
skies of the pit and Hie stairs themselves are 
coated with patches of ice; attempts to climb 
ihe stairs suffer a -40". penally. Thus an 
unskilled climber has a 100% chance of slip- 
pmg and falling. 

Unless the l*Cs know the secret knock to 
access Areas 111-4 (7/2/3). they find that 
the stairs wind on endlessly, going 
nowhere. If the Its use the secret knock of 
the door, turnover, the ice temporarily dis¬ 
appears and ihe stairs lead up 150 feel 
before reaching a wooden door This door 
leads to oiu- of the areas in the 111-4 quad- 
rant; the area is determined randomly. 

Ihe way to reach Area 11 is by slepping-or 
falling-olf the stairs into Ihe pit. Characters 
fall normally for 100 feel, then vanish. (They 
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ore deposited gently u " ,l,tf l, ‘ H " ,n A,lJ "• 
beside the balloons;see poge 21 .) 

3. I his I.»I|*o reception lull is where Uaba Yaga 
greets her monstrous guests and answers 
questions Irom lesser mortals. II the It's 
have come to consult with her. sire listens to 
their petitions here. 

The room i' divided into two parts by a 
curtain. The main area lta% a floor of gold ami 
silver tiles. A clay statue n< IJaba Yaga stands 
in each corner. I he statues are stmkkd with 
hundreds of mirror (raiments 
These are clay golems that Baba Yaga can 
command front her control r«K>m; they can 
move throughout the hul. When allocking 
they have one additional ability: on the 
fourth round ol their attack, the mirror frag¬ 
ments float aivay from the IhhIv and form a 
whirring, deadly circle ol broken glass (a 
blade harrier), in a circle live I eel front the 
golem's body. After four rounds. Ah- frag¬ 
ments must return to the IhkIv of the g.dem 
for three rounds before they can form a k»r- 
ner again. I he eves ol the golems are scrying 
relays. 

Clay golems 141: AC 7; MV 7; III) II; hp 50each; 
IIIACII •); if AT I; Dmg 3.110; Al. N; SA Wadz fur¬ 
rier, /wife; SI) hit only by magical Hunt weapons 
MR nil; Ml. (earless (20); XI* 5.000each. 

I he curiain is elaborately embroidered with a 
scene showing knights in while, black and red 
armor. The knigls* hands are chained behind 
them, and they are bowing before a wizened 
crone (Uaba Yaga). The crone juggles three glass 
balls; inside each is a sun of a different color: 
white, black and red. 

Ik-hind the curtain is a throne, stndd.nl with 
hundreds of precious gems. A golden brazier 
filled with gold dust sits on either side of the 
throne. The gold .Inst fuels invisible limn-.. 

Anyone touching the flames suffers 2dt» 


points damage and is inflicted with a curse that 
forces Out character to always tell the truth. 

When questioning characters. Baba Yaga 
consults these braziers; she sees the flames lurn 
blue it the truth is spoken, red if a lie is told. Ibis 
effect is usually invisible to the person being 
questioned; other characters can only see flu- 
color change by means of a defect inviiiibility 
spell. 

If the gold dust is spilled out of a brazier, if 
continues to bum *>n the floor il cannot be extin¬ 
guished by any normal means. It does not affect 
any of the structural components of the hul. but 
otherwise functions as normal flame. Il can be 
removed from this room if a suitable container is 
found. Il goes oiit-and forever loses all of its 
magical properties-** soon as il is removed from 
the hut. TIk- flames* curse power functions only 
in this room, and then only if the flame is con¬ 
tained in one of the bra/iers. 

Are* t: Guest Rooms 

I. TIk- outer arms of Ihc tr.ws-shaped room fea¬ 
ture two sets ol double doors, a single 
wooden d»>or (leading to Area K) inscribed 
with a M/nrM W'/mr. and a single silver door 
(k-admg to Area I ). All have excellent locks (• 
20 *- penalty to open locks allentpt*). The 
doubk- doors also are wizard locked. I lie re 
abo four flimsy-kinking wooden doors in llie 
inner walk. 

A nig in the center of flu- room hides four 
pits from view, fcacli pit is four feet wide, 
four feel deep, and stak'd with a glass cover. 
Ih.>e oubliettes an- used to imprison bother¬ 
some g.Ksts and undesirable intruders; each 
functions as a mirror of life trapping and is 
triggered when a victim passes through any 
of the- normal doors leading to a guest room 
(rooms 2-5). Roll ld4 to determine which pil 
the victim winds up in. 

The- victim shrinks or expands to fit inside 
the- pit in a cramped position: upon release 




ilu- victim resumes normal si/e hut l«a> a -I 
penally «*n attack mils for 2 d-l round* Jw to 
•w lung muscles. 

I.u-li pit can hold only nnv creature; any 
occupant i* Invl | .in.I .ipiv.ii> mmIvJ on the 
"'lion ,i new crv.it ii re i* Irupped m tlv 
s.imv pit. The gla*s cover* are immune to 
iioim.ll hlmvs. hut can Iv broken hy -»|vlK nr 
magical weapon*. 

I lie only sale way to enter a gue*l room i* 
lliioii,;h its secret door llaba Yaga tell. legit h 
mat.* Kiiesls the Mvret iI.hu>. Otherwise. *lv 
trick*, her victim* hy leading them thioii);h a 
trapped dunr; she i> immune to llv magic 
and can pass through the normal doors 
safely. 

I'll I contain* a greater lu*ili*k who can 
Use Its p.a/e weapon lhroo);h tin- glass cover. 

I'il 3 contains a green hag who has used 
her cff.mxc «Wf ability to a»iuiv the form ot a 
vming peasant girl. 

Pits * and -I are empty. 

Greater llasilisk: AC 2; MV Ill) Id; hp 4H; 
III ACT) II; VAT \ Ding ldn/ld«./2dS; Al. \. SA 
)-,a/e. poison; SI» surprised onlv on a I: MR nil; 
Ml. champion (16); M* 7.t*tH). 

Maiousia tC.reen Hag): AC -2; MV 12So 12; III) 
"> hp 11, III ACtl 11; «AT 2; I ).ug 1-2.6/1-2* t.. Al. 
Nil; SA spells; SI) surprised onh on a I. MR 35".; 
Ml. steady (11); X PI.000. 

I lie hag knows the combination ot locks required 
to access Areas I I I from this area (4/3/5). It the 
knock is used, the door leads to a random I v 
determined area in .|iiadrant I 1-4. 

II .|ueslione«l about Baba Yaga’s plans, the 
lug cackles, "She means to spit in Death’* we." 
She has learned a little about the trap llahu Yaga 
has constructed to capture him. She knows that 
•he leap involves mirrors, and she knows that 
llaba Yaga captured llv forces of light. IXirkness, 
and Twilight in the trap. It trved. the green hag 


Area E: Guest Rooms 



attempts In escape and warn Ueath, in the hope 
Ikit this will curry favor with him. 

liach set of douhk- door* is Hanked bv a pair 
of life-si/«>il statues of lu ll hounds The sUtlies’ 
«•>%> are scrying relays llv doors lead to two ol 
llv outer plains: Baator ami 1 he l .rav Waste. It is 
fiom these plane* that llaba Yaga summons many 
of Ivr "henchmen** (tuaUvu and yugolothsl and 
mam ol Ivr evil guests. Before any planar crea¬ 
ture can cross ilv threshold however, it must be 
m\ lied to do so by miiihshv m>ide the hut. Spells 
tlul summon a creature from those planes cause a 
doorbell to ring; the- door must bo opened and the 
Creature im itod in before the creature can step 
through it. 

2-5 Each ot iIvm* guo>t room* is furnished with a 
high four-poster bed with black satin sheets 
ami crystal skulk atop each post. There is also 
a writing slesk and chair made from human 











Area F: Conservatory 
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llu- same magical resistances as lire hut's other 
walk. The doors leading lo Arvo l( and Area I: are 
made of glass and appear lo lead out into llu* 
landscape. llu- lock on llu- door leading In An a E 
is of excellent quality {- 20 penally to open locks 
attempts). I he door leading lo Area li is made of 
gold, li l«as a six-inch-high flap in iis base llial is 
lunged al llu* lop. 

Each of llu- smaller donu-s contains a prom- 
sum of plants, growing in clay pols llial stand 
upon wooden table*. Spell easier* will In- able lo 
find jiisi about any lu-rbal component lu-re. 
Searching rooms 7 and 9 reveals three slacks of 
flower pols in each room. (Tlu- pols have been 
inverted lor stacking.I The lop flower pot in each 
slack has a golden "0" pain led on Hie bailout. 
This is a clue left by Queslrix describing the 
secret knock lor entering Area* CM: there are 
four flower pots in one slack, six |u»ls in another 
slack, and two in another slack. 

The central room ha> an earlhen floor (a 
stone floor lays six feel below llu- surface). I leix*. 
flowers of every description are growing-all of 
them with black blossoms Observant It's notice 
lhal a dozen of the tallest planls (sunflowers) 
turn their 'faces" toward the PCs. as if watching 
them. These are serving relays. 

It the PCs luxe heard rumors of the "black 
flowers of transformation," they may lu- tempted 
to try lo pick a flower from Baba Yaga's garden. 
Attempting lo do so immediately curse* all crea¬ 
tures in the conservatory. Tlu- victims shrink 
down to a one-inch height for llu- next Id-1 hums. 
Non-human PCs may be slightly smaller or 
larger. At the same time, an army of insects 
attacks. I lw>c insects are normal si/e. but have 
statistics based upon llu-ir size in comparison to 
tliat ol the shrunken PCs. 


Ants f3d4): AC 3: MV IS; HD 3: hp 14 each; 
THACO 17; »AT I; Dmg2d4; AL N; SA sting for 
3d4 additional points; SD nil; MR nil; ML average 
(9k XP175 each. 


hones. aiul a chandelier nude of fragment* of 
blood-red crystal. The multi-faceted, central 
fob of each chandelier b a scrying relay 
The writing desk in Room 4 has a folded 
piece ot paper in its drawer. A note written in 
Common reads: "Silver polish i* made Ironi 
four parts baking soda, three parts salt, and 
five quarts of water. Quest fix." This b a due 
lo the secret knock for entering Areas El-4. 


Area F: Conservatory 

litis I lower-shaped greenhouse b made up of a 
large, domed room (30-fool ceiling! Hut open* up 
into eight smaller, domed room* ( 1 5-fool ceiling*) 
through a series of archways. All llu* wall* ami 
ceilings are made of leaded glass; the view 
through the glass shows an outlandUhly alien 
forest, with two suns and three moons in llu- sky. 
I lie glass cannot !•«- broken or penetrated; it lu> 
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Huml.lohi.-cs Od-J): AC 5; MV 6. FI 24 (El; HD 
l>*4; li|. 26 each; IIIAC0 13; *AT I; Dmg Id6; AL 
N; SA lypeO poison with an immediate onset 
lime; SO nil; MR nil; ML elite < 14 V. XP 650each. 

Dragonflies (1.16): AC 3; MV 3. FI 36(B); I ID 7; 
hp 31 each; Tl IAC0 13; -AT I; Dmg 3d4; AL X; 
SA scoops up I" or smaller (kiutlrnon attack 
lli-ll succeeds by 3 or more, all subsequent attacks 
automatically hit; SD *4 honus to AC vv missile 
weapons; MR nil; Ml. steady (12); XP 1.400 each 

The hlack flowers in tin- central dome an- indivd 
flowi‘1* Itf Inuts/oruuliiHt. Characters who sniff a 
flower must save vs. spells or suffer /v/ymorph 
ol/jor spell that turns them into a random crea¬ 
ture-; use the table f.u Ilk- niHOtnult spell 

If picked, the flower loses Os magical |Hoper> 
lies in UI4 hours ilouvn of fftuts/priJWffOU grow 
only under the light of tlk-ir two native suns and 
in their native soil. They die in Id4 days if these 
Conditions are not met. Woukl-be horticulturists 
will have to figure mil hrnv to duplicate the envi¬ 
ronment pnwidedhy the conservatory. 

file garden is protected hy the creatures that 
lend it-crawling claws that creep through its 
undergrowth, pruning, watering, and weeding, 
liacli L4.es the form of a humanoid hand with a 
given tluiiuh 

The daws skip bare skin, rather tlun indict¬ 
ing crushing damage. Their palms have been 
livaled with pollen taken from tri-flower fronds; 
if hit, a Vidlm must MW vs. poison or fall mto a 
coma for Id I hours. 

Crawling Claws <201: AC 7; MV 1; III) 1/2; lip 4 
each; TIIACO 2ll; »AT I; Dmg Id4 (slap); AL X; 
SA tri-flower frond pollen; SD immune to extra 
damage from magic weapons, halt damage from 
edged weapons; MR immune to charm, control 
undead, hold, sleep, and turning or holy water; 
Ml. fearless «2tl); XI* 120each. 


Are* C: Jazibaba's Playroom 

This area is the lair of Baba Yaga's elven cal. If 
shrunken characters enter her lair, Ja/ihaba 
immediately attacks-playing with them in cal 
fashion until they have been reduced in half their 
hit points. Triple |a/ihaha s hit dice, hit points, 
and damage to represent her huge size, in rela¬ 
tion to Ilk- shrunken PCs. 

la/ihaba Is a drow breed. Her coloration is 
different from others of her species; she is a mol¬ 
ded hk»ck and while. She is only partially loyal 
to her mistress, and may aid PCs who treat her 
.veil. She knows the secret knikks for accessing 
Areas FI-4 (5/4/3); HI-4 (3/7/2); and Ml-I 
(5/2/1) She also knows that a gnome named 
Queslrix is being held prisoner in the liut'd 
prison cells (Area P). 

Ja/ibaba doesn't know anything about Uaba 
Yaga's plan to capture Death, but knows that the 
fofves ol Light. Darkness, and Twilight are sub¬ 
servient to Baba Yaga. That is why it is always 
twilight in Ilk- main room of Ja/ihaba's play area. 
The PCs may catch a glimpse of a ghostly red 
knight on a red horse here; |a/ihaha calls this fig¬ 
ure as "Twi-knighl"-a pun on the real name of 
Twilight. 

Like her mistress Baba Yaga, Ja/ibaba L« quite 
old hut is )usl as quick and agile as a kitten. She 
delights in cruel jokes, and takes a catlike plea¬ 
sure mi tormenting her victims. 

Ja/ibaba (Drow Elven Cal): AC 4; MV IN; III) 
3.6; hp 22; TlIAC0 17; »AT 3; Ding 1-2. 1-2, 1-3; 
AL XL*; SA surprise, enlarge, reduce, tree, trip; 
SO ESP; MR 20"-; ML Elite (14); XP 650. 

1 - T he outer wall of this room is riddled with 
mouse holes at floor level; mice scurry about 
underfoot. The only visible exit is a silver 
door (leading to Area F). 

I he room is filled with Ilk- trunks of mas¬ 
sive. living trees and is dimly lit, like a forest 
at twilight. The trees seem to have rooted 
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themselves in the lliwr and Rrmv up through 
the ceiling, vanishing into it. All but two 
Imvv bright ml Iwvin 

One of I he tree* has green leaves; a secret 
door in Us side le.nl* lo Area M (or lo j ran¬ 
domly delermined area in quadrant Ml-* ■* 
the correct sequence ol knock* i> used). 
Another tree ha* black leaves; a secret door 
in ils side loads to Area 11 (or to a randomly 
determined area in quadrant 111 -* il the cor¬ 
rect sequence of knocks is used). 

Note: Spells such as jus* pb ill or Irairqvrf 
l>Ni pl.lilfs simply move the caster from one 
live in tins area lo another. with a I-in-10 
chance of hilling either of the secret exits. 
Any character who winds up "inside" one ol 
the I tees with an exit automatically enters the 
adjoining area (Area II or Area Nl) on Level 
I. Only by knocking on tin- tree lirst ami Ihen 
using the exit can Level 2 lx* accessed. 

I he letter "Q" has been carved into one ol 
the red-leafed Irees. about one foot off the 


ground. n«- hark inside the 0 has been invis¬ 
ibly wizard marked with Ihc words "Beware 
thecal." 

2-S. Tin- doors le.kling to each of the other four 
rooms in this area are wizard Uvkftt. Their 
glass handles serve as the scrying relays. 
Each door features a hinged cat door (six 
inches high). The rooms beyond are 
brightly lit. 

Room 2 contains a Milt carpet and a pool 
Idled with soured cream. 

Room 3 contains a school of sardines that 
Iiave been magically altered lo breathe and 
swim in air; dtcy swim out of this room il the 
main door is opened. 

Room * is Ja/ibaba’* "trophy room” and 
CiMitams six stuffed dog heads, mounted on 
iIh* walls. Each has been enchanted with a 
imigic Bkiilh spell and reciles (in the common 
tongue) the details of how il was killed by 
)a/ihaba. 

Room 3 contains feathers, rubber halls, 
wind-up miniature dragons, and a basket 
filled with 2-1 halls of wool in six different 
colors. I lw yam is magical and functions as a 
rape t<f Each hall of yarn acti¬ 

vates as soon as it is removed, entangling the 
character handling it. 


Area H: Observatory 

I. Ibis large room is dominated by a round, 
rarx-d dais, which lw.UK a reclining easy chair. 
11 k- chair's upholstery is black leather, deco¬ 
rated with silver stars. Ihc- stars an- set into the 
leather like studs and can easily In- pried off; 
they are decorative and do not affect the 
chair's functions 

Over the dais is a domed ceiling that is 10 
feet higher than the ceiling in the rest of Ihc 
room. Each of the side walls are studded 
with eight glowing spheres (powered by row- 
iimuf hfht spells) that illuminate the room. 
The-** also serve as scrying relays. 
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As soon 4% 4 character >ii> in the duii and 
loans hack. 4 scorn appears in the dome above. 
I he two halves of Ihe J.HIK- slide apart slowly. 
Alter m. rounds llu* domeopens lolly. reveal¬ 
ing 4 Marry sky. During tin- second round. llu* 
room Kviaks bitterly cold (-2 penally to Dex¬ 
terity-based skills 4nd to4M.uk rolls, due to 
numb hands). In the lourth nHiiul the room 
loses most ol its air supply (PCs mini sivr vs. 
paraly/aiionor tall unconscious) In I Ik* mxIIi 
round all lo»*>c objccts-including the refill 
In drill toward llu* opening at a rale ol 10 Ini 
per round. Unless they find a way to stop 
Iheniselve*. they drill away into airier space 
ami eventually die. 

Gravity, air. and temperature remain 
normal lor the person in Ihe chair. Il the 
chair is vacated, the dome lakes tlu* sime 
amount ol time to close as n has spent in 
opening (six rounds n tullv open). 

A secret button is located on llu* underside 
nl the right arm ol the chair. II it is pushed, 
the dome doses in one round. Anylhing 
caught between the two halves ol the* donn¬ 
as it snaps shut is cut in two. 

Ihe dome in the observatory opens 
directly onto wild space. While* open, there is 
a V- chance that a spellpmnu-r ship will pass 
by-most likely one tilled with carnivorous 
gilh pirates, as described in the AIcikIwk 
ALimiui/. 

At Ihe tar end ol llu* rovnu stands a large 
globe, about lour tee 1 in diameter The globe 
is a relief map ol whatever world the hut is 
currently visiting Tlu* continents are inlaid 
in gold. A scvrel dour in one side id tlu* rHv 
is shaped like one ol Ihe continents. It smells 
strongly of sip, and can be detected In - scent: 
il leads to Area C> (or to a randomly deter* 
mined area in i|uadrant CM il the right 
scsjiierKi- ol knocks is used: 2/4/h). 

In Ihe opposite corner, a cluster of three 
helium-filled balloons are tied to a ring set 
into Ihe floor. Each balloon is painted like a 


Area H: Observatory 



globe. with a map of a different world. 

The balloons radiate strong magic and 
open a magical gateway to Area I). Any 
character untying a balloon and holding its 
string floats up toward Ihe ceiling, disap¬ 
pearing into il. I he character flails up into 
the stairway shaft in area 11 , room 2 . starl¬ 
ing from a poinl MU feel below tlu* door. 
The character is in tin* center of tin* shaft 
and must figure mil a way to reach llu* 
stairs. If the character floats past llu* door, 
the balloon pops after 150 feel, sending llu* 
character tumbling back down into the 
shaft. 

Each lime one of Ihe balloons disappears 
into the ceiling or is destroyed, another 
appears In take its place, llu* new balloon is 
lied to Ihe ring If removed from this room. 
Oh* balloon*, pop. 
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2. Staircases behind secret door* lead dow n toa 
door lliat has been both locked and marked 
with .1 sywM of hoyelestness. The room it 
leads to is lined with si wives dial hold a vari¬ 
ety of star maps (invaluable to a spelljammor 
pilot, but iiuomprelK-ivoble to anyone else), 
lucked in among them are a xioll offnotee- 
lion from ColJ. a scroll with the wizard 'pells 
foresight and ime teeing. and a cursed scroll 
that causes the reader to suffer the effect, of a 
/ivWcjmjiuI spell each time he looks at a 'tarry 
sky. The fe,'Nemiu4 effect ends when the sun 
has risen and the slats have disappeared, but 
returns if the victim nazes at a starry sky 
again. 

There is also a map that has been altered 
by Queslrix to give a due to Hie secret knock 
that accesses Areas CM from this area. The 
map (showing while stars on a black back¬ 
ground) has been initialed with the letter 
*’Q". Oil it is written the followmg: "Distance 
to Sirius is two space leagues. Distance to 
l-ridani is lour space league*. Distance to 
l-'omalhaiil is six space leagues. All three 
stars are golden in color. IJuestrix.” 

I langing on a peg near the door is a reh* of 
Han. A secret door in one of the map case* 
leads to area I. 

Are* I: Stairwell of Lost Souls 

Cobweb-tilled stairways lead down on either 
side of this area to a darkened room" with a coil¬ 
ing height of just three feet. It is imposs,ble to see 
the opposite stairway until actually inside the 
room. The door leading to Area 11 is of black iron; 
the door leading to Area O is of wood. Unearthly 
moans and groans issue up Irom below. 

As soon as the first member of the party 
reaches I he bottom of the stairs, a concealed 
portcullis at the lop of that stairway drops into 
place. It automatically rise' alter one turn. 

PCs passing through the room below are 
forced to crawl on their hands and knees, and 


suffer a -4 penalty on all atlack rolls. The floor is 
scattered with thousands of coins, many of them 
gold. Rusty 'hackles for wrists and ankles have 
Kvn driven into its slum- surface. 

Only bv using a gem of ieeiug or a true teeing 
spell can the PCs make nul the true nature of 
tire lloor. tin- center of which has been overlaid 
with a living wall that Baba Yaga picked up 
during a visit to Kavenloll. While this living 
floor does not initiate attacks, it reaches out 
with rotting hands to pluck at duracters crawl¬ 
ing over it. If slruck. it fights back. Knell 
absorbed character inside it retaliates each time 
the floor is slruck. 

Living Wall: AC 4; MV nil; I ID 44; lip 210; 11IAC0 
15/1.1/7; BAT 4; Dmg Idc.«2/2.I4.1/Id I • 1; 
AL Cl:;SA spells;SI); MR 20"..; Ml. fearless (20); 

XP MUOM- 


Area I: Stairwell of Lost Souls 


I..O 



to II 
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raised a long sword above an executioner's block; 


The living wall is made up of three fighters of 
levels f». 8. and 14. who a I lack with a s/nvi sawtf 
n/]tmA<ii-s>, a suwd of uviitultng. and a tfa^vr .y 
su/umssfiui (same properties as a trident of >ub- 
miaion). L : .ich fighter lias a *2 bonus to his ini¬ 
tiative roll. 

The floor also contains the corpse of an Sth- 
level wizard, enabling it to cast the following 
'pells once per day: bliiulnt>i, chill touch, eon fie 
iioii, ,him mg light s. darkness 15' raJins. dispel 
"iiJX’/C. Md I'cnoil, light, magic wtissr/e, ;v/u/t.vr;''i 
ef/Ji'r, >luiltcr, *lou\ 

I he dead Nil's trapped in the living floor 
know the secret knock that gives access to areas 
lilt trom this area I2/.V7). but will only ull it to 
Characters who promise to tree litem from their 
torment. I his can only be done by destroying the 
wall-or by destroying its creator, who lives in 
Kavenlofl. 

There are no scrying relays in this area. 

Area J: Stasis Chambers 

Ibis area is entered throughdotibledoors that 
have .in excellent mechanical link (-20". penallv 
to ojien locks attempts) and are uizuJ locked. 
Inside, a l() foot-wide walkway with a metal rail¬ 
ing encircles four hexagonal chambers whose 
Hoots are 20 feet belmv the lei el of the walkway. 
I he walls of each chamber are mirrored. One of 
the six mirrors in each chamber serves as a scry¬ 
ing relay These mirrors (Unit those that serve as 
scrying relays and those that do not) can only be 
broken by magical tveaponsor by spells 

At the center of each chamber, frozen in 
place, is a black-robed figure with skek-t.il liands 
l-ach figure's face is shadowed by a hood, while 
ils robes are dusleil with a glittering powder that 
sparkles while, green, nil, and blue (ground up 
R*nis>. 

These figures are Minor Deaths, each frozen 
in a slightly different pose. The first holds a 
scythe as if swinging it; the second is adjusting 
the knot III a hangman's noose; the third has 


and the fourth is using a key to tighten a metal 
collar (a garrote). 

IK- Minor IX-aths have been trapped here by 
Baba Yaga, hach of the mirrored chambers is a 
priMm that casts a permanent temporal stasis spell 
upon creatures inside it. Any creature who com¬ 
pletely enters the chamber is automatically 
frozen in place; then 1 is no saving throw. 

1 he Inn/via/ stasis can be negated only by 
first breaking all six mirrors in a chamber, then 
casting a dis/vf magic spell. Performing these 
aclmns in the right order immediately releases 
any creatures held hv a chamber. If released, a 
Minor Death ignorx-s the PCs. anil In-gins search¬ 
ing for a way out of ilk- hut. 

Set into the railing beside each chamber is a 
b»as\ frame with a lunged front that is engraved 
with the words: To learn more about the tableau 
lk*low, please open." Underneath this flap is a 
blank while card (a skull card from a deck of 

Area |: Stasis Chambers 
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vumu tiling), The lirM person to touch 
is teleported into the scene belotv <•»*> *av mg 
lluow) an.) immediately enters >mgk- combat 
with a Minor Death. Kioto lhi> haltlo •> 
on. others who touch the same card are not 

a Ifcctetl. 

ClwiMtler* IdeporMd into a ubk-au *mi 
forced to fight a Minor Death am on tlwir as 
soon .v. the battle lupins, anyone attempting W 
enter the fray or directly allixl Us oulcome (w.il. 
a spell, for example) finds themselves msi.milx 
teleported into one ol the other chambcr*-Jnd 
facing his or Iter own battle. 

It .,11 the chambers are tilled with eomnai- 
anls. the next person trying to directly affect ■» 
battle temporarily vanishes iron* sight and >' ‘ex¬ 
ported Into the iiist Chamber that is freed up as a 
resull of a Minor IX-alh’s victory It all Hu- Minor 
IH-aths are defeated, the character reappca«on 
the spot from which lie or she vanished. 

Throwing equipment or magical items into 
the chamber tor the trapped 1*1 is an indirect 
method of affecting the outcome. and docs not 
cause the llmover to Iv teleported. 

During the Kittle, the I’t fighting the Minor 
Death is unable to exit the chamber Attempts to 
escape magically (tor example, hv a 
spell) automatically tail, whether cast b> the l 
in thechamlieror by onlookers. 

It the Minor Death is defeated in battle, it 
vanishes and does not return The card above its 
chamber also disappears- At this point, the 
will be able I.. leave llu- chamber. Other charac¬ 
ters inside the chamber, however, remain frozen 
.mil must be released by breakup the mirrors and 
using a dispel magic spell. 

Should the Minor IX-ath succeed in killing m- 
victim, it does not disappear. Instead, it returns to 
its original, frozen position. The victim land all 
the equipment and magical items still on lh. 
body) vanish, having been utterly deslioyed. 

Minor Death: AC -4; MV 2»: HD4‘I; hp W; 
I IIACI)Special (never misses): »AI I: Dmg 


AL \l : : SA alw av> has initiative;SDcan be slnic k 
only by magical weapon*. immune l«. cold. tire, 
vie. irmly; MR25*-; Ml Tearless(20); XI 

Minor IX-Jth' arc- llu- physical manifestathms 
,on llu- Prime- Material llanc) of the force Death 
to effect, they are I Xath s avatars, llu y are most 
utteit encountered bv those who luxe l ie ill lor- 
,une to draw a skull card from the d.-c* W 
ounv-s IlH-x appear lu.kl.ngan implement ol exe¬ 
cution that, regardless of its type, inflkls 2 dh 

J '"ooce it h." set mil to kill someone, a Minor 
Death lights until either its victim is dead or until 
K.s been destroyed. Mu- Minor IX-ath always 
has initiative, striking first in each round and 
never missing its target. In the case ol Minor 
IX-aihs jiimxl with nooses or garrotm, slranguia- 
limi damage is automatic, the implement cannot 
be removed from tlu- neck until the Minor Death 
is tlt U'.vUxI 

\ Miiu*€ IV.nli call 1 h* Nifiii k only by ni.i>;u*y 
xvv.iiums Any clvai.ul.-r kilh-,1 hv a Minor IX-ath 
,s otterlv desi,oved. aiul cannot Iv resurrected, 
reincarnated. or raiwd Horn tlu- dead. 

Minor IX-aths are unable to speak, and have 

no minds to probe- 

Minor IX-aths are immune to charm. «h am. 
cnfcvMcment. hold. insanity. paraly/ahon. poly 
nuuph. m steep spell*. Holy water has no effect 
„n ilu m. a«J they cannot Iv turned or controlled 

17 ^Became thev are inside llaba Yaga’s hut. the 
Minor Deaths encountered here cannot be dis¬ 
pelled or l»ani*lKsl. 

Area K: Laboratory 

this wizard’s laboratory is fully stocked with 
every sort of alchemical equipment (glass 
beakers, measuring scales, miniature braziers, 
coded metal lubes, nu-t.il trays, etc.), These imple¬ 
ments cover tlv lour I .-shaped tables, llu- 1- 
shaped table al the center of the room h-atin.-s a 
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copper •omov.tr (.in urn used I or boiling water 
lor lea) ilt.tt st.intis throe loot Oil. I his magical 
samovar.idiomatically refill* itwlf with troth 
water when emplied-hiit only when Mantling 
upright. It is bolted to the table. 

II Ihe proper command phrase is tned-'Boil. my 
little samovar."-lhe urn acts as it a few mclaf spoil 
had been cast upon it, boiling Ihe water inside. 
As a backup, there is an oil lamp built into its 
Kite. A gem set into Ihe lot ol the samovar is this 
area's scrying relay. 

Silling on the lahle beside Ihe samovar are a 
dozen delicately painted teacups a number ol lea 
Spoons, and a copper bowl holding sugar cubes. 
Scratched into Ihe inside ol the sugar bowl's lid 
are Ihe words: "Some sugar lor your siveet tooth? 
Queslrix." 

The ceiling rafters are festooned with 
bunches ol drving herbs, while shelves in each 


corner of the room hold various magical compo¬ 
nents, carefully sealed in glass jars and neatly 
labeled in a script that resembles the Cyrillic 
alphabet. Wizards should be able to find just 
about any typeol sjvi component Item, although 
it will take some searching. 

The room has three exits. A door with an 
excellent lock (-2tT_ penalty to open locks 
attempts) leads to Area I- and is inscribed with a 
\wwM >ifou. An unlocked d.H>r opens onto a spi¬ 
ral staircase ileal winds down 500 feel to Area I.. 
I here is also a set of double doors that has an 
excellent lock and are wi;ai,l lockeJ. Ihe doors 
lead to Area |. 

Opposite the double doois Is a large cabinet 
with I wo duorv At iIk- center of the cabinet is a 
grinning set kvth with one missing tooth. This 
magical "keyhole" is impossible to pick by nor¬ 
mal mean*; tin- only way to activate this lock is 
by pushing a cube of sugar into Ihe hole. The 
mouth Own animates and chews the sugar, which 
opens the Jinks. 

Inside ihe cabinet are a number of perfo¬ 
rated copper halls, each about an Inch in diame¬ 
ter and hanging from chains. Ihe spheres 
contain dried herbs, chunks ol root, withered 
berries, seeds-cven spider webs. I hose are Baba 
Yaga's "potions"-lcas that must be brewed 
before they can be used. None are labeled; llaba 
Yaga can identify each hv smell. I hey include 
potions of animal roufrni. climb mg. Jmiinntion. 
»IM healing. lire resistance, flying, grmeth. fneM* 
Mil*, tfctii, treasure tin.I mg. an.l a Mler breathing, 
elivers of health, mtadnets and youth, as well as 
teas that mimic the effects of powder of the 
hero's heart and iwntcrof magic Selection. I here 
are Idt servings of each type of lea. and four 
poisonous leas: types C. II. I. and | poisons. II 
teas are selected randomly there is a 10 ".. chance 
of selecting a poison. 

llaba Yaga will be angry with any Its who 
plunder this potion treasure trove and will 
attempt to prevent Ihe theft. 
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Area L: Mechanical Works 

1 . this area is filial with clanking machinery; the 
noise is so loud llul even shouts cannot be 
heard. There is no light source here except lor 
what the I'Cs bring with them. There are also 
no scrying relays. 

The walls, lloor and ceiling are made i»l 
bron/e, and the ceiling is 10 leel high. Crashing 
down from the ceiling are pistons ol bron/e, 
each five leel in diameter. Shinning up from the 
door an* Jets ol Steam. Iliere is no recognizable 
pattern to either. 

II die PCs move through this area, there •' a 
20 *.chance per round (lion-cumulative, rolled 
separately lor each PC) that Ihejr will either be 
struck by one ol the pistons «>d*> points ol dam¬ 
age) or scalded by a jet ol steam «hM points ol 
damage). Hits percentage slumM l»e reduced by 
5% each time the speed ol the pistons or jets >' 
slowed, and increased by 5"» each lime the 
speed of either is increased (see room 2k 

A secret trap door on the floor can K- spotted 
by a discoloration ol green verdigris around its 
edges. Unfortunately, it is located directly 
under a pillar that smashes down io an irregu¬ 
lar, unpredictable lashlon-every Ido rounds 
I he irap door opens onto a water-tilled space 
(the pool in Room I of 
Area M). 




2 This is the control room for the pistons. Its 
door is marked with a symbol the I>M should 
describe as a tlimvpetalkxl flower. Ily pulling 
on levers and pushing buttons, a character 
has a chance of shutting oft the pistons equal 
to 5O’- plus tin* character's Intelligence score. 
II flic roll tails, the pistons either speed lip 
(01-50) or slow down (51-00). Slopping the 
pistons has no effect on llu* hut. 

3. This is die control room lor the steam jets. It 
operates in the same manner as the piston 
room, anil has the same symbol on the door. 
On the back of the door, a clue lo accessing 
Areas Ml-4 has been written in chalk: 
"Bronze is made with one part lead, live 
parts copper, and two pails tin. Quest fix." 

The interior walls of each control room are 
saturated with an invisible, odorless poison 
that damages anyone who enters llu* room. 
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For every round .1 character spends in ihe iaohi. 
•here isa |0?» chance that he contracts a gradual 
wasting malady that reduces both Cnnsiiiulion 
and Strength by UN per day. The character's 
appetite fades .mil his hair talk out. 

A cure disease, heal or heroes' (east restores the 
character to (nil health. 

Area M: The Baths 

Note: l( Ihe PCs are entering this area (rum Area 
I- they find that gravity changes as they pas* 
through the trap door; they ar»- suddenly at Ihe 
bottom of Ihe pool. They must swim up through 
III leet of water to break Ihe surface. 

I. T he lloor and walls of this room ate finished in 
ceramic tiles that form a mmaic depicting sea 
creatures. The centerpiece ol tlx* room is its 
pool, which is entered through a llighl of low. 
wide steps. At either end of the pool, five 
stivaius of water emerge •'«*"» tin- floor and are 
into III** pool, rippling its surface. A cluster of 
five glowing spheres, (illnmin.il.sl wilhnufvi- 
iuI light spells and lu*l»l in place by a ItviUlt 
effect) hovers a few feel above the surface of 
tin* pool, filling tlx* room with .1 soft light. 

I.ounging around tlx* pool are a ntimlvr of 
large frogs. These are actually quasil imps 
who serve as Babd Yaga’s henchmen. At tlx* 
first sign of danger they turn invisible amt 
move to a new location, them attack 
Baba Yaga has magx-aliy augmented these 
liny creatures, giving them phenomenal 
strength. They have triple Ihe normal num- 
ber of hit .lice, can regenerate three hit points 
per round, and save as 131 lit Dice nxmsters. 
Instead of » fear aura, they con cast iu-efuN.* 
Ihii'l once per day .M 5th lev el wizards. 

There are I3<|uasil*at tlx* beginning oi tlx* 
adventure; Baba Yaga will, from linx* to lime. 
Come to this room to order Id4 of them away 
to deal with PCs who are causing trouble 
elsewhere on level 1. Each quasil lias a glass 


Area M: The Baths 

la C 



I-1 

eye that serve* a* a serv ing relay; llaha Yaga 
may also *«*nd them to other areas of level I 
to replace a relay that is put out of commis¬ 
sion elsewhere, 

Imp. Quasil (13): AC 2; MV 15; 11139; hp 51 each; 
TIIACO II; *AT 3; Dmg I-2/I-2/I-4; At. CE;SA 
poison, insatiable thirst, hit only by cold iron or 
magical wea|xms: SD spells; MR 25"-; ML aver¬ 
age |9); XP K01IO each. 

I3ih* to tlx* hut's unusual construction, the .)uasils 
cannot use their conrant w ability. They are utterly 
loyal to llalva Yaga out of fear of what she might 
to do to them, but may divulge some information 
to those who can frighten them more than llaha 
Yaga can (a hard task). I hey know the sequence 
of knocks required to access Areas CM from this 
area (6/2/4) through a secret door in one of the 
golden pillars. If forced to reveal the secret knock. 
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.1 quasi! covers its glass eye Jiul merely pjn* 
tommies tin* knock, mi tluil Baba Yaga doesn't see 
or hear ivhal IBs up lo. 

The quasi Is have been shown some of the 
other were! knocks on various occasions, hul 
luve forgotten them due to their low inlelligmce. 
Any other knock se.juen.es tlu-y tell tin- ITs will 
be incorrect. 

2. I his room is Intel with shelves crammed 
with rolled-up towels and old fashioned 
bathing suits (single-piece suits with 'lu.rt 
sleeves and legs). I li.lden inside Hr- towels is 
tire quasi Is' treasure: .Vldl gems of various 
values. II any of Ihe PCs reaches for a towel, 
a quasi! immediately attacks; it assumes ihat 
the PC is trying lo steal its treasure. 


Area N: Vasilissa's Bedroom 



Area N: Vasilissa's Bedroom 

Tins area is illuminated by lanterns made of skulls 
whose eyes glow with (.“ilniMl Jfiffcf spells. Its fur- 
nituie includes a bed. writing desk and stool, all 
painted white with pink trim, liter,- is also a couch 
and a llnck carpel. Against two of the diagonal 
walls are shelves that hold lo pltisli stuffed ani- 
mak-but not tlu- usual teddy hears Instead there 
an- dragons. KholdiTs, displa.vr beasts, mind Hav¬ 
ers. Ivarpie*. ltook Isvrors. scorpions, and gremlins, 
all .lone in bright. cheery colors. Hie central eyes of 
die two beholders an- scry in,; relays 

This is the bedroom of Vasilissa. a young 
peasant gul (O-level human) who has been sold, 
by Iter evil stepmother, to Baba Yaga. She mind 
serve llalu Yaga for two full years 

Y.isilissa inisM*s her home and her twin sister 
Mary a. and is frightened lh.il Ikiha Yaga will cook 
and eat In-r it -Jk- doe* not follow her every com¬ 
mand. She spends much of her time (6V\.) in Hie 
jd|oming work room (Area O). but can also be 
found here. cuwenng under her Ivd f.TV'..), 

Vasilissa is lernfied of the stuffed loys-and 
for go.nl reason. Two of them (a siv-mch-high 
scorpion and a one-foot-high giemlin) are doll 
gok-ms. Ihe oilier N (many of them larger; each 
of Ihe dragons is four feet fall) arc just stuffed 
lops, hut are under the influence of a permanent 
amiMilc ehtfl s,vH Af Ikiha Yaga s command they 
can fly. float, and scurry like their real-life coun¬ 
terparts. with a uniform movement rale of 12 . 

Should Baba Yaga choose lo engage the PCs 
ni combat liere. the normal stuffed loys attack the 
characters with a IIIACOof II. Mils do no dam¬ 
age, hul should distract and impede the PCs. 
imposing a -2 penalty on attack r.dls for one 
r.Hind. Ihe stuffed toys are armor class S and 
have only two hit jiomUs each. 11 icy can easily be 
cut apart bv edged weapons, but are not harmed 
by blunt weapons. 

11k- doll golems attack al the Same lime, rvly- 
ing upon the confusion to do sneak attacks from 
below (scorpion) or above and behind (gremlin). 


32 



Golem, Doll 121: AC I; MV 13; HD 10, hp 40each. 
11IAC0 II; »AT I; Dm* 3db; Al. N; SA Jjdu > 
iohihiI/oIIM- hnliViK bushier; SI) spell immuni- 

•i«: MR nil; ML feark-ss (20); XI*6.000 wk. 

The exits from this area include a set ol spiral 
stairs le.nlin* up lo a wooden trapd.x>r (leading 
til Area O) and a secret door. made of bron/e tlut 
has turned green with v erdigris, hidden behind 
one of the shelves tint Iw.lds tlie slutted animals. 
The secret door leads to Area M. 

Vasiliss .1 knows al>« hi I the secret door and tlx- 
knosk that gives access to Areas MI-4:2/1/5. She 
was taught it by a "funny little bearded man. no 
bigger than myself (Queslrix) who passed 
through the workroom nearly a month ago. Slie 
•tied '• mice, but was terrified by wh.it six* saw 
behind the door. If pressed for details, she 
describes a hallucination front Area M2. Hut since 
the exact area tlie door leads to (with the knock) 
is determined randomly, I Ik- door may open onto 
another of the areas m .|uadrant MI-4. 

Vasihssa is under Stru t orders not to wander 
through the lint. Hut she has. over her two 
months' servitude, been teleported by IkiKt Yaga 
into various areas to clean up. She Van at least 
partially describe the general physical Layout ol 
•lie following: Hoorn I and Room 2 of Area C (she 
does nol know about the secret trap .loor, and has 
not opened the door lo Room 3); Room I and 
Hoont ^ of Area I); Rooms 2-5 of Area E (she was 
sternly warned mil to leave the bedroom she was 
cleaning, but to wait tor Baba Yaga to teleport her 
to the next bedroom); Area F (she was warned 
nut to go near any ol the black I lowers); ami Area 
M (she cleans up the droppings here, and was 
warned nol lo touch the towels). Vasihssa has 
never been lo any of the areas .hi Level 2. 

II the PCs try to persuade Vasihssa in wander 
into areas ol the hut wherv she h nol permitk-d lo 
venture (nr even lo leave the hut entirely! the 
serving girl will protest vehemently. “Baba Yaga 
will eat my whole family if I go with you!" she 
cries. "But it I serve her for two full years, mi 


family will get a reward." 

The PCs* best option for “rescuing" Vasihssa 
is to buy out her term of service hv offering Baba 
Yaga a suitable payment. 

Aren O: Work Rooms 

Vasilissa has been given an impossible number of 
tasks. She must cook the meals, weave, do the 
Ltundry. clean the rooms, polish the silver, beat the 
carpets, scrub the ilo.xrs-tasks that only an .limy ol 
serving girls could accomplish. Ilaba Yaga has 
threatened local her, should she tail lo complete 
these tasks Fortunately. Vasilissa's kindnesses 
h*ve resulted in her receiving help from a nuntlvr 
ot the normal animals who inhabit tlie hut. Should 
they be kilkxl. six- wdl have to do lliese chores on 
lu-r own! I Lius she is strongly motivated lo protect 
them. It lotind in this area (65". chance) Vasilissa 
will he directing their .Klims. 

1. A wooden door is set into each wall uf this 
room. A trap door in the floor leads to a 
Ihghl of spiral stairs (leading In Area N). A 
glass knob, used to open the trap door, is a 
scrying relay 

2. This room contains two looms and a spin¬ 
ning wheel. Bags of uncarded wool ari¬ 
stae ked in ihh- comer. 

One of the looms is being operated by a 
doren gray mice wlm run with brightly col¬ 
ored Ihteads in their mouths, weaving them 
in and out. these are normal mice with lim¬ 
ited intelligence, hut have been treated with 
a pcrmaiH-nt speak with animals spell so that 
they can talk. Tliev .lie doing the weaving for 
Vasilissa because she feeds them bread and 
iam. “Orrr mistress only (evils us stale crusts.’' 
thee- say. 

TTieckiUi .m iIk- loom radiates a faint magic; 
wIko compleled it will Iv a robe of scintillat¬ 
ing colors. It takes tlx- rake 2d4 days to weave 
a r«*e; this one will be finished in two davs. 
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X This room contains baskets of grain, sun¬ 
flower seeds, and berries. Tiny sparrows ace 
swooping from one basket to tlx- next, pick¬ 
ing pebUes out of the grain, shells out of the 
si-txls, and twigs out of tlie berries. 

Normally, soiling through these foodstuff* 
would be Vasilissa's job. Tlx- sparrow* (who 
can also talk) are doing the chore for her 
because she gives them soft wool for their 
nests. "Our mistress only gives u> thorny 
branches." they -ay. 

One of the smaller baskets radiates a taint 
magic; it contains 2d4 berries that have 
been treated with a goodberry spell, find¬ 
ing them involves sorting through the entire 
basket. 

j. this room contains two large copper tubs of 
water, lines for hanging laundry, and a piU- of 
dirty linen. The water in one of the tubs is 
steaming hoi and soapy; the other is cool. 
Ikith tubs radiate magic; water placed in the 
first one heals up, becomes soapy, and auto¬ 
matically cleans any item immersed in it 
Water placed in the second tub becomes tool 
The water rinses away soap and loose dirt, 
and it casts a iwn«fi*v spell upon am item 
immersed in it. 

A dog stands on its hind k-gs in this room 
It is washing linen in the tubs. Doing the 
laundry would normally Ik- Vasilissa’s job. 
but the dog has agreed to help her because 
she gives it slew meal. Like the other ani¬ 
mals, the dog can talk. "My mistress only 
gives me old bones." she says. 

A secret door behind one of the tubs leads 
to Area I. 

5. I his room contains a variety of cleaning 
aids-broom*. mop*, buckets, scrub brushes, 
rags, powdered soaps, and jars of polish. 
Among them is a jar containing .xl of procr.u- 
fieri and a map of aitiuulAl alt*t (similar to a 
l<n\»u of animat*! attack. except Hut it dues me 



fly, and tliat it causes blindness for Idh rounds 
by swabbing soap in the victim's eyes). 

A secret door in one corner of this room 
k-ad> to Area P. It has been treated with an 
aiwJa ucr spell. 

Area P: Prison Cells 

This area is entered through a secret door leading 
from Area O. Any PCs captured elsewhere in Hu¬ 
lun by baba Yaga or her henchmen will be 
deposited in one of these cells after first being 
stripped of all equipment, magical items, holy- 
symbols. and spell component*. These will be 
stored in the treasure vaults-Area 1 12 . 

I. The hallway in front of each cell (the area 
sluded on Hu- map) is guarded with an uLinn 
spell that triggers a loud clangor, which sum¬ 
mons the guard in Room S. 
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Area P: Prison Cells 


2-7. Each coll is fronted by a six-inch-thick glass 
door that blocks all sound; communication 
ivith any prisoner inside must be hv gestures. 
Inside each cell i> a plain wooden bed with 
straw ticking, a font of tepid water (a serving 
relay), and a metal slop bucket for waste. 
Illand hut sustaining food appears magically 
in the cell on a regular basis, materializing on 
a denied metal plate that lungs in the air for 
three rounds More crashing to the floor. I he 
walls, lloor and ceiling in each cell project a 
light that is painful to look at. 

Prisoners inside the cells aw subjected to 
magical effects that duplicate the spells hv of 
enfeol'ltmonl and fttNtmiuJ. Their Strength 
scores drop to 5 and I heir Intelligence scores 
drop to 3. SpeMcosters can attempt to um> any 
spi lls they have memorized, but then* is a *»V. 
chance of failure. Miscast spells have a 50% 
chancenf harming the coster in some way. the 
DM slmuld be creative with tlu* asulls 
It is possible to enter a cell by using some 
sort of teleportation spell, since tlu* cells and 
hallway an* within one an*a. But tho*** entering 
a cell su ffer the slim* effects «k*scnbed .thin e. 

The glass doors of Ilk* cells have no Kin¬ 
dles, and form perfect seals wilh the adjoin¬ 
ing walls, floor and ceiling. II touched (from 
eillier side) by ail object they emit a sheet of 
flank* that inflicts UI3»20 points of damage If 
touched by a living creature, they emit a jolt 
of electricity Hut inflicts Ilk* sank* damage 
The glass doors an* an integral part of the 
luit. and share* its magical immunities. They 
can not Ik* broken-even with magical weap* 
ons-but they can be defeated by means of a 
<fii</fi*r or s/nuif spell. The drawback is tKil 
any character passing through the shattered 
portal must save vs. spells wilh a •«> penalty 
or suffer the effects of a nnihlyhallct spell. 
Victims suffer dementia praecox. and will 
he totally uninterested in doing anything 
VII".. of the lime. Additionally, an alarm 
starts to ring. 



8 . A gnvn abishai has been assigned to guard 
Ilk* priMitk-rs lk*ld in the cells. Il slumbers in 
this flame-filled room, hanging from metal 
bars by its tail. 

PCs walking down the hallway may notice 
that the wall adjacent to this room is slightly 
warm to the touch; this also shows up via 
infraviskm. There is no door to this room; it 
can only he entered by such magical means 
as teleportation. Anyone entering has a 20"** 
chance of waking the abishai. 

As soon as the alarm sounds, the abishai 
teleports out to investigate. It is unable to flv 
in the cramped hallway and cannot use its 
gate ability inside the hut. 

Haalezu. Green Abishai (2): AC 3; MV V; III) 
5.2; hp 34 each; TIIACO 15; "AT 3; l)mg 
Id4/1tl4/ldl*l; AL LE;SA poison, Sl> regenera¬ 
tion, *1 or heller magical weapons to hit; MR 
30*-; Ml. average (Vj; XP 8.000 
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The DM is lav U> till Ihe cells with limiunoid pri>- 
mu>r> from various wnrlds-or lo leave lliem empty 
One fell, however, is occupied. ll holds Qm-'tm. a 
IDlh level gnome illusionist. (Ihe It's may be 
searching lor Queslrix. depending upon which of 
the "Iwoks" luaxl llum into this adventure-.) 

Queslrix entered llaba Yaga's hul .me month 
ago. in search of llie fabled "black flowers of trans¬ 
formation" (which he found in Area l » an.l Ihe 
"walers of life." But before ho could find Uwso magi¬ 
cal waters. Queslrix ivas captures I hy Halu Yaga an. I 
inipriMined in Room 7.1 le now realizes l«»> foohsli 
lie was lo try lo steal from such a powerful wizard. 

Queslrix lost everything lo Doha Yaga his 
spell hooks, his magical items, ami any treasure 
he carried. Despite these losses, lie now only 
wants to escape llie hul with Ins life. I lo will only 
agree lo go adventuring with Ihe PCs if they 
seem strong aiul competent. 

Queslrix has explored all n( l.evel I. and if 
asked can lead the PCs on llie most direct route 
out of the hul, I le has also \ isiled several of llie 
rooms .if Level 2 (Areas I I. 12. Cil,I’d, I LL Ml. 
M-l) and can give a general inscription-minus 
Ihe links, traps and senel dnorv-of e.Kh ot llioe 
areas, lie knows llie secret knocks required lo 
access Areas FI-4 from Area II (3/5/41 and Area 
I- (4/3/5); to access Levels 1.1-4 from Area I 
(4/6/2) and Area 11 (2/4/6); lo access Areas 1114 
Irom Area 1)17/2/3); and to access Areas MI-4 
from A rest Ml/5/2) and Area N (2/1/5). 

Quc-slrix: AC 7; MV; IID l»; hp 2X: IIIACO 17; 
MAT I; Ding by weapon: Al. NG; SA spells; SI) 
spells; Sir III, lA’X 16 .Con 15, Ini 16, Ws I2 .CIm 
15; ML unsteady (7). 

When found. Queslrix has the following spells 
memorized: 1 st I evel:.fw«J\v m# qxx*; ;vwf nixpr*«» 
2nd I evel: I'liir; if. writes •; mini r 3rd l evel PM" 

rfo/rly III" nrdtiis; t/cirr; irniiJlifimn -llh Level: nirnhu- 
luillmi; nt.viucy 5lh Level: riJiuffcnf illusion; firf.i* 
ivscrr. I !«• cannot n*-niomon/o his spells without his 
spi'll hook. which is in Room 2 ol Aa\i H. 


Tempo: Moderato 

l vv.4 2 is mlemiisi lor cluraclers of al least 13lh 
level Xn passwords or secret knocks an* n*quin*d 
lo move from one area lo another within Ihe 
same quadrant (four areas with Ihe same letter 
designation!. A secn*l knock is required lo pass 
from an area in one quadrant lo an area in another 
(for example*, from Area G4 lo Area 114). A pass* 
word is required lo access areas on Level 3. 

Unless slated otherwise, all walls are stone, 
all ceilings are 15 feet high, all door* are made of 
wood, and all rooms are lil 1'V laments or cande¬ 
labra* Hut lung from Ihe Ceiling. 

IXsirs leading lo oilier quadrants on I evel 2 
can he identified as ilu y wen* on Ihe first level, 
hy tin* type of metal toed in their construction. 

Alf maps are al Ihe same scale: one square ■= 
10 feel. 

Area fit Library 

I. I his room lias lloor-lo-coiling bookcases, 
accessed by two ladders that toll around llie 
perimeter of llie room on tracks *et into llie 
Door. Two Luge tabk*s are covered with open 
book*. Tluxv plain wooden door* lead out ot 
the room. 

Ihe room is illuminated hy an immense 
chandelier. Ilu* round, cut-glass fob of the 
chandelier is a scrying relay. 

I lien* an* thousands .if books in this riHim. 
written in a multitude of languages. Many 
are from oilier worlds and cover subjects that 
are incomprehensible lo llie PCs (nuclear 
physics, cybernetics, ecology of alien crea¬ 
tures, etc.) llie • books’’ take many forms: 
papyrus scrolls, cloth-bound books, clay 
labk-ts-ex en computer disks! 

Ihe vast majority of ihe books are nun- 
magical. but to f«Hii thieves baba Yaga lias 
cast iVnlrrfV nu^itral aura on several dozen 
tomes. (The DM should make up a list of 
enticing titles.) Also in the stacks are a 
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Kuuniiil of I\kIiIu lu-jlth and a cuix-il numul 
of Jo$mjtic m/llnhl*. Lying open on one of 
Ihe tables is a book that give* background 
information on the four "forces ot ultimate 
evil.- four "force* of ullinulrgood* ami 
•he trilogy ol force* known as Light. Dark¬ 
ness and Twilight. (The DM should sum¬ 
marize llie inlotni.ilion on page 3.) Inside a 
secret drawer in oik* ol the tables are a pair 
of magical spectacles that work in Ihe simo 
manner as a Mm ,f lomfrfkoKjm^ Lw^uj^o 
i»i‘l r.u.fniy im^K'-bul without Ihe ability to 
understand magical writings. I here* is also 
a Ions of specif readme. 

I his room is protected by an .vital servant 
who has been ordered to attack anyone who 
damages a book or tries to carry a book from 
this area. Once it has recovered the book. Ihe 
aerial servant ceases Us attack to teshdve the 
book. 


Aerial Sonant: AC 3; MV H 21 (A); I ID 16; lip 78; 

THACO 5; -AT I; Ding Sdl; Al. N; SA surprise, 

strangulation; SD invisibility; MK nil; Ml. elite 

(Mcxpv/na 

2- A secret door near Ihe lop of the shelves 
leads to this room, in which are shelved the 
magical tomes stolen by liaha Yaga from wiz¬ 
ards on many different woilds. If any wizard 
PCs have* been captured, this is where their 
spell l*ook> will be placed. Within this trea¬ 
sure trove can be found dozen* of bonks con¬ 
taining spells of every description. One of 
these hooks is marked with the letter "Q" 
and belongs to the gnome illusionist 
Quest ri\. 

Ibis room is protected by a ra.iiii .u spell 
llul makes the shelves look empty. In addi¬ 
tion. each of llv hooks is piotected by eitlvr a 
/•re trap (I«I4.25 points damage!, ax/yjifi of 
uwJing llul causes blindness, or an iHO/iIjiw 
spell lladt trap must be dispelled separately; 
anymv using a d/*p f may/, spell on a Imnk has 
a 50% dunce of erasing tin* spells inside it. 

3. llv secret door to this room is at floor level, 
and is uiuiJ kvLcdand protected by a tyiuM 
of msamly. Inside is a table ami chair. A map 
ol Area C3a is spread out on the table, along 
w ith some books and papers. The map does 
not show the doors, and is labeled "Lower 
Section of Death Irap," Atop the map there 
are two pages torn from spellhooks. pages 
have tlv cnoMr.rir.il/ andy.Uc spells nwcrihcd 
upon tlvm. 

papers under Ihe map contain notes 
on augmenting llv priest sjvlls ixmntihl an.l 
uejnfiivplanepm/.Y/i.'M, on tlx* planar connec¬ 
tions of a minor of m nt.il ;i;mrrss. and on the 
possibilities of constructing eitlvr a imr/> wtr- 
Nc of gigantic proportions or an "inverted" 
.iWf >i nunu ro'rfi/s that is o|vn to every plane 
Simultaneously. Ihese notes are incomplete; 
spells may not be cast from them. 
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Area F2: Art Gallery 



Tlw table oho holds a book entitled The 
( hit' UmifdirJ .N'iiniiN of I\uth. It coniains a Ihl 
ol the 1,000 different tunics given to this 
force. 

Area F2: Art Gallery 

I. The outer wall of this corridor is pointed 
with .1 wrap-around winter scene: people* ip 
fur hats, and heavy coats. 

Two single wooden doors flank a short 
staircase. The door leading to Area IT is wiz¬ 
ard locked. The stairs leads up to a set of 
double doors that are scaled with ornate 
locks set with liny mirrors. Unlocking the 
doors triggers a glilUrtluil spell that coats 
everyone on the stairs with a glittering gold 
dust that lasts for KM-25 rounds (revealing 
invisible creatures) or until dispelled. 

The double doors at the lop of the stairs 
are dimensionally folded. A character look¬ 


ing through them sees a mirror image of the 
art gallery. Any character passing through 
them must save vs. spells. A successful roll 
means the character merely step* back 
through a fold in space into the original ait 
gallery. A tailed roll traps the IC inside one 
of the paintings in Koom 2 a> I bough held in 
a mirror of lift Itapping. I he victim is visible in 
the painting, and can he set free by carefully 
culling him mil of the canvas with a magical 
blade (any cuts into the person inflict full 
damage, as per tlie weapon used), or by casl- 
mga Joprf magic spell on the painting. 

I he inner section of the art gallery contains 
lour statues that look exactly like gargoyles. 
Iliey have been treated with permanent fiieiio 
fue spells and glow with a light that shifts 
between blue and violet. I heir eyes are scry¬ 
ing relays. 

I he statues are merely a distraction from 
the* real danger tlie magical paintings on the 
walls. Two of the paintings are landscapes 
(unless j rc has been trapped inside one by 
passing through tin* double doors in Room I. 
I he other eight paintings an* portraits, each 
depicting a different humanoid: a bearish 
yugokilh; a green hag (Maroosia. described 
in Area El; a bearded gimme in a nil fell cap 
(Qucstrix. described in Area I*); a figure in an 
executioner's hood (a minor death); a young 
girl (Ilya, the servant who preceded 
Vasilissj); j drew elf: an ogie; and a kobold. 
Each painting is set in a solid silver frame 
worth 2400 gp. 

If anyone stands in front of a portrait to 
view it, the painting gradually changes over 
ld( rounds so that the portrait looks more 
and more* like the person observing it. This 
alteration is permanent until another person 
views the painting. 

There is a 20". chance, per change (non- 
rumulative) that the painting produces a 
clone of the person viewing it. The clone 
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steps mil ol the painting. leaving it blank. It 
is an exact duplicate ol the original. and car- 
rie> the same weapons, armor, equipment, 
and magical items. The items disappear if the 
clone is killed. 

There is a ‘»0% chance that the done will 
immediately try to destroy ||r- original per- 
son. II there is no immediate attack, the 
clone should be lundk-d like an NIX.' by the 
DM. This NIX.' will always be trying to con¬ 
vince the rest ol the party llial it is die "real" 
person, and may urge plots against (he 
actual l*C. 

One ol the paintings hides a secret door 
loading lo Area FI. 

ArcA F3: Alternate Reality Tokyo 

I Ins aiea lakes the lorm ol tin- modem Earth city 
ol Inkyo. shrunk lo a scale where a 30-story sky¬ 
scraper is about live leet tall, liny homes and 
pagodas dot the landscape, anti tin- average city 
inhabitant is gist one Inch high in comparison to 
the It'S. I he serv ing relay lor this area is a rolal- 
mg radar dish on lop ol one ol die skyscrapers. 

Three doors seem lo hover in mid-air one 
tool above the ground. All three are made ol 
wood hul one (leading lo Area G) has a handle 
made of gold II the proper sequence of knocks h 
used (l/ft/2) it give* access to Area Cl. 

A gray mist lorm* the "walls" and 30-tool- 
high "ceiling" of this area. This mist is the Hibe¬ 
rnal I’lane. 

Rampaging through the city is a lizard like 
creature that i* tearing great chunks out ol the 
buildings. In relation lo the PCs. it is about six 
leel tall. Tiny figures lice in terror from it. while 
fist-sized metallic "beetles" (tanks) shot*! liny 
projectiles that bounce off the li/ard. To them, the 
monster is 430 feet tall. 

It the PCs merely watch from a doorway, the 
li/ard ignores them. Should they step down into 
du city, however, it immediately attacks this new 
threat. The PCs remain at Iheir current si/e; lo the 



inhabitants of Tokyo, a six-lool-tall human PC is 
a 430-fool giant. Unless they are careful, die PCs 
will squash dozen* of innocent civilians with 
each step. 

Ihrsidc* its phyical attacks, the lizard has a 
Inpk-tiered ga/e weapon. On the lirsl round it 
Acts as a mu cf mfcMmiml, On the second round 
it acts as a nwofcx'il, inflicting ld4 • 20 points of 
damage, and from then on I ins magic mlssl/cs at a 
rale of two per round (one from each eye) that 
cause 3d4*3 damage each. 

II the lizard is reduced lo one-quarler hit 
points, it lumber* oil into the mist. Without some 
magical means ol entering the Ethereal Plane, the 
PC* will he unable lo follow. 

Giant l i/ard: AC5;MV 15;III> 12;lip5R;TIIAC<) 
9; »AT 3; I3mg Id6/ldh/5d8; Al. NE; SA gaze 
weapon; SD nil; MR 20%; Ml. steady (12); XP 
4.000. 
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Area F4: Fountain Room 
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l-spcclally diabolical DM' might waul lo have 
llaba Yaga teleport Ilu* Its liere while llioy are 
still suffering Iho effects ol being shrank by ihe 
maRic.il flowers in Area F. In this case, the lizard 
receives .1 *4 bonus lo armor class ami hit points, 
has triple lul points ami attacks lor triple dam- 
.iri\ it has no gaze weapon, however. 

Area F4: Fountain Room 

I his area is filled with the sound of splashing 
water; characters must shout to bo hoard. A foun¬ 
tain dominates the center of the room. A pool at 
the base of the fountain is filled with multi-col¬ 
ored water. Rising out ol this pool is a stone pillar 
whose sides have been carved into seven 
monstrous heads. Out ol the mouth of each head 
springs a stream of colored water of a different 
color: red, green, indigo, orange, violet. Hue. ami 
yellow. The streams arc up into the air ami splash 


into metallic grates set into the floor, where Ihe 
water drains away. 

F-wh of these streams of water has a different 
magical properly, effective when Ihe recipient 
stands on iIk- grate. The red spray restores Mill 
hit points. Tlie given spray can neutralize poison. 
The indigo 'pray can cure insanity. The orange 
spray can regenerate missing limbs alter 2*1-1 
turns of immersion (or one round if Ihe severed 
limb is touched lo Ihe body). The violet spray 
otters negative plane protection. Tlie blue spray 
arts can lestore to flesh a creature tli.it has been 
turned to stone. The yellow spray ones disease, 
deafness. of Wind mss. 

Anyone drinking or touching Ihe multicol¬ 
ored water in the central pool must make up to 
seven saving throws (roll Ids, treating a K as a 1); 
alter determining haw many saving throws are 
necessary, tin- DM should choose effects from the 
Inflowing list; 

• Save v*. spells or suffer -l.lllt points of dam- 
age. 

• Save vs. poison or suffer tlie effects ol I vpe N 
poison 

• Save vs. spells nr become insane. 

• Save vs. spells *»r lose the use of one limb 
wtuch withers. 

• Saw vs. spells or l«»s*- *me point of Strength. 

• Save vs. petrification or In- limn'd to stone. 

• Save vs. spells or In- struck by disease (01 - 
3.V.). deafness (.14-oh".), or blindness <(»7- 
utr.). 

Ihe waters gain their powers by cycling through 
tlie fountain: any water removed from Ihe foun¬ 
tain immediately loses its magic. 

Tlie eves of tin- monstrous faces on Ihe pillar 
serve as scrying relays. Ilaha Yaga makes fre¬ 
quent use of this fountain (and partakes of its 
healing, if she is injured). She does not take 
kindly to strangers using it. and sends her pit 
fiend henchmen from Area til lo deal with 
intruders. 

A secret door behind the yellow ("gold") 
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stream leads to Area (•. II the proper sequence id 
knocks is used (4/6/2) it Rives access u« Area C2. 
A second secret door. behind the indigo stream, 
leads to Area 1-2. This door is wizard locked. 

Area Gl: Pit Fiend Lair 

This area is extremely hazardous lor PCs to ven¬ 
ture into, both because of its natural lu/ards (jets 
ol searing-hot (lame that erupt (runt pits in the 
llo«»r) .tnd because it is Itome to lour (Ml fiends. 

All "room*” in this area lake Ihe Form ol 
rough-hewn stone caverns wilh 30-loot-high ceil¬ 
ings. The only illumination is Irom the |ets oF 
Ha me, which burn wilh a ghastly red light Each 
inllicls M l points ol damage lo those wlu» |»as* 
Wilhln 20 Feel and 2.14 points ol damage to those 
who pass within 10 feet. Immersion in tin* flame 
causes lift 11.1 points of damage. 

When not serving Ikilu Yoga elsewhere, the 
pit fieiuls while away the hours by playing a 
game of tag using/irchiff spell*. From time to 
time, one or more occasionally vanish from »iglu. 
having used hirp/wvJ inviuMHy lo sneak up on 
the others. When they get bored ol this game, 
they use an rfWnmrrd iffiomn spell to produce an 
image of mortals worshipping and waiting upon 
them. While playing, the pit funds leave their 
clubs lying against the wall in Room 2. 

One of the doors in this area is id rusty red 
Iron, and leads to Area G3. l)n its handle, 
inscribed in tiny letters, is a verse, written in 
strange characters. (It will need tube translated.) 
I his is a clue to the "password" that gives access 
lo Areas Cila-c; for its translation and solution, 
see Ihe inside cover. 

Another door is silver, and leads to Area F-or 
lo Area l : 3 it Ihe proper sequence ol knocks is 
used (5/4/3). I Ik- third door is of block iron and 
leads to Area H-or lo Area HI if the proper 
sequence of knocks is used (3/7/2). this door is 
also wizard locked. 

Using this area to pass to another is highly 
dangerous, due lo Ihe pit fiend's ability to Jt-Uxl 



utriuWty and .ferret magle. I here is a 20 '!;. chance 
tlul one pit I tend will be whichever room the PCs 
enter (Room I, 2. or 3). For tuna lely, the noise of 
the pit Fiends’ lag game and the shadows cast by 
the Flickering jets give a * 15"- bonus to any 
attempts lo move silently or hide in shadows. 

11 k- pit Fiends are Uaha Yaga's henchmen and 
do her lighting for her. If Baba Yaga observes 
thieves or vandals elsewhere in the hut, she 
■vrders one of these pit tiends lo teleport to that 
area and deal wilh the problem. 

Each pit fiend carries a dimensional key (a 
bronzed chicken foot) that allows it to teleport 
between areas. Each also wears a collar around its 
neck made of magnetized stone. Should the pit 
fiend disobey or betray Baba Yaga tins collar 
Focuses an instantaneous MsintegraU spell upon 
its wearer. Ihe collar can Ik* removed only wilh a 
aisA spell, which turns it to dust. Should a pit 
fiend thus he treed of its servitude, it makes its 
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way 10 Area V anil exits to I'aainr. 

There is no aciyln* wUjr in Ihhawa. 

Noli-: Tho |'ii fiend* are unable1» use their #Uf 
ability Inside the hut. 

Uaalc/u, Pll Fiends (4): AC -5; MV 15 FIi 2-11 (O: 
no 13; hp6t.65.7l.64; IIIACO 7; -AT 6; Orng 
UU/1.14/ IJ6/ Id6/2d6/2d8; Al. kE; SA spell*, 
poison, consfriclion. lour aura; SI) KP™? 1 ?*’ 
ball da mane from silver weapon* MR 50*. ML 
fearless (20); XI' 21.1*** each. 

Area G2: Escher Stairs 

This area is designed lo confound nMMukrn- U 
consists of a cross-shaped room with a plain 
wooden doorway al Ihe end of each arm of the 
cross. Between the arms, staircases lead dow n 

into darkness. __ 

No matter how the PCs enter, they step into 


the room through a plain wooden door lhat float* 
at the center of the room, one foot off the floor. 
This magical door cannot be used as an exit. A 
small, round glass window set into the door is a 

^Anyone opening one of the other four doors 
finds a staircase that leads up into darkness. If the 
suircas*- b followed, n leads lo the original room 
after 2t» fed. Conversely, anyone descending one 
of the staircase, between Ihe arms of the cross 
eventually arrives, after 200 feet, at a door I . 
Wads luck into the original room. Staircases lltat 
correspond bear die same- number. 

IlK- middle 100 feel of each stairway (50 feet 
in from either of its two entrances) Is filled »;» 

magical darkness. A ItgM or Jiqv/ *P>'» " • 
dear 20 fed of this darkness away at a lim.-hnt 
ihe darkness returns after 2d4 rounds. 

Only by clearing the darkness or searching 
by touch can the exits from this room be found. 

I here is a silver door leading to Area Mor A ea 
14 with the proper sequence of knocks. 5/4/3) 
staircase 2 A bronze door turned green nilh 
verdigris Wads t.. Area M (or Area Ml w.lli the 
props? sequence of knocks: 5/2/1) in staircase* l. 

A plain wooden door in Staircase 3 leads lo 
G3. Around its door frame is Inscribed a verse, 
written in strange symbols. (It must ^ trans¬ 
lated.) 1 his is Ihe due to the password that 
gives access to Areas C3a-c; for its translation and 
solution, mv Ihe inside cover. 


Area G3: Orchard 

This area is an orchard with appleUeesand a 
Iwo-fool deep stream of cream. Ihe first five Wit 
of each Kink of the stream is made of pmldmg. 
anyone stepping into it sinks to a depth of six 
inches before finding solid purchase. Utere are 
scattered bushes and rounded boulders. 

The area is enclosed by a ring of hurricane- 
force winds that have three times Un-power of a 
■■list of wind spell. (The air inside the orchard 
itself is si ill.) Anyone venturing into ihcse winds 
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is hurled back ld4xll» fuel. .uni sutlers appropri¬ 
ate falling damage. The wind* also form a "ceil- 
m»;'’ 30 feet above the orchard. 

At three points in this swirling mass id wind. 
.1 distinct vortex can be seen. These are the portals 
In Areas III. Ci2. and G4; they deposit anyone 
stepping into litem into those areas. Each e. prn- 
(ected by an atviilwce spell, whkh must first be 
overcome before the portal can be used. 

I lie cream stream and pudding banks are 
ipiile edible, although overly sweet. Five of the 
apple trees are normal, and bear either red. green, 
or golden Iruil that is non-magical An eye-shaped 
knothole in each tree serves as a scrying relay. 

The sixth tree has a blue ribbon tied around 
one of its branches and bears magical apples of 
all three colors (Id l of each color). The red apples 
on this tree act as /vltom if vitality. the- green ones 
act as pofiOMS ofspted, and the golden ones as 
)ihill<-r* of loiv. l-ating an apple lakes UI4-4 


rounds. Picked apples remain fresh (and magi¬ 
cally viable) for Id4 days. 

Tl»is apple tree is actually a young Meant It 
reacts violently to evil creatures, and actively 
moves away from anyone trying to pick its fruit. 
It must be talked into giving its apples up (easy 
for a party that says they are enemies of Haba 
Yaga, whom the Meant hales for imprisoning it 
here). Tire treant would love to escape the hill, 
and will cooperate in any attempt to free it. 

Treant: AC 0; MV 12; III) 7; hp 36; Tl IAC0 13; 
■AT 2; Dreg 2df»/2dS; AL CC; SA animate normal 
trees SI) never surprised; MR nil; ML champion 
(15k XP1000. 

lire i*llu-r ini habitant ol lire garden is Ilya, the ser¬ 
vant girl who preceded Vasilissa. Ilya disobeyeil 
Iktba Yaga, and sniffed one of the black flowers in 
area F. As a result, site was polymorphed into a 
Hiking hedgehog. 

Ilaba Yaga couldn't bring herself to kill lire 
girl for her disobedience, and instead found 
another use for her. She hat imprisoned llva here 
in lire orchard, and calls upon her from time to 
lime to pick magical apples lor her. (Ilya Is the 
only one lire treant will allow to pick the truant's 
apples; she befriended it by giving it Iter only 
possession-iter blue satin hair ribbon.) 

Ilya has existed on a diet of apples, pudding, 
and cream lor lire past year, and is very fat. When 
the IXTs arrive in this area, she immediately hides 
in the nearest hush. She desperately wants lo In- 
turned back into a little girl again ( 0 -level 
human), but is wary of strangers. Site would also 
like to escape tire hut, but is terrified that Iktba 
Yaga will kill and eat Iter-especially after Iter 
remarks that Ilya has grown "fat and juicy." 

If the PCs help her to escape tlte hut. il will 
turn out that Ilya is the daughter of a powerful 
ruler. Sire herself docs not realize that site is a 
princess (she was swapped at birth for a ser¬ 
vant child by a vindictive nurse) but her true 
parents have just learned this fact, and are 
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searching for her. 

Ilya knows about the sc tying relays in this 
. 110 . 1 . ami attempts to caution Hk- PCsabout thorn, 
should ihoy Marl to spa* of aiding her. She can 
describe tho general appearance ol most of the 
ari'ib on I ovcl 1 - bill no* thoir secret or rn.ij-.ic.il 
contoiits. Site does not know any of Iho secret 
knock*. 

Hedgehog (llyal: AC S; MV I; 110 1/2; hp 2; 
11 1AC» nil; "AT nil; I >mg nil; Al. I N'; SA ml; SO 
nil: MU nil; Ml. unsteady In): XI* nil. 

Area G4: Stables 

I. Al the center ol this dimly lil room is a huge 
pile of silver shavings llolal value about 
50.INN) j;p>. A horribly twisted figure with tin- 
face of a dwarf, tail of a rat. clawed luods of a 
Ulf J, .liul grayish, siiakolile skin i» shoveling 



this treasure in through the open door of one 
ol the hor*e stalls at the rear of the room. I Ik* 
doors of tlu- stalls on either side are securely 
shut; a bright light shines through cracks 
around the edges of tin- door on the left 
A set of double doors at the opposite end 
of the room features excellent locks (- 20 ".. 
penally on open locks mils) and are addition¬ 
ally barred and a*fM iJ lacked. Ilehind them 
lies the Ethereal Wane. 

A wooden door banded with strips of 
bron/e that has turned green with verdigris 
leads to Area M (or to Area M3 il Ihe proper 
sequence of knocks is used: 5/2/1). A 
wooden door handed with strips of black 
iron leads to Area II for to Ana IM with Ihe 
pniper sequence of knocks: 3/7/2). 

A S4vr»-t dm*. hidden behind a dusty sad- 
dh- doth that lungs Imm a peg on the wall, 
leads to Area C3. A verse has been crudely 
earn'd into it in strange characters. (It must 
be translated.) Ihis is a clue to the password 
tint gives access to Areas C3a-c; lor its trails- 
Lit ion ami solution, see the inside cover. 

A broken chunk of mirror, piopped against 
tlu- opposite wall, is a scrying relay. 

11k- figure doing die shoveling is lolnag. a 
broken one. lie was once an evil duergar 
lighter who served Ikiha Yaga as a h sly guild 
when lu- was caught pocketing a portion of 
her wealth. Baba Yaga experimented upon 
him until Ik' became a broken one. Now lu* lias 
been assigned to tend Ihe stal'lcs-a task lie 
conskkrs loo lowly for a noble fighter 

lolnag lus retained his hit dice (he was *>lh 
level) and TIIACO. as well as his ability lo 
cast fulirgemoil or fnt'isfMify upon himself. 
I le also retained the duergar sensitivity lo 
sunlight. As a broken one. he regenerates one 
hit pain* per round. 

If attacked, lolnag flees into Room 3. and 
lets its occupant (a nightmare that he has 
befriended by feeding it extra silver chips) 
do the fighting. 
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lolnag(Broken One): AC 3; MV *»; HD 9; hp 51; 
THACO 12;"AT I; Dmg Id4/ld4 (claw/daw)or 
2d I I'limi'll; Al. \F; SA nil; SI) regeneration; MK 
nil; Ml. steady (II); XI’ 1.400. 

lolnag knows wh.it tlu* stalls contain (the night- 
rniire mounts nf the forces of Light anti Dark¬ 
ness). If intimidated into talking, he can reveal 
that these forces have come to pay homage to 
Ikilu Yaga, who can summon them at will. 

lolnag also knows all the secret knocks 
H'fmxil to access I evel 2. hut claims that he can't 
rvineinlvr them ami neats lobe in front ot a |\»rtie- 
ular door so that he can count the number of 
*crolcltcs on its lianJIc ami thus know tin- secret 
knock. (A ImIiI lie; then* .ire scratches on m«i«- Inn- 
illis. but they are completely unrelated to theMvret 
kins ks ) lolnag will tin his best loescape from the 
PC*, perhaps running over lo a scrying relay and 
shouting lor help lmm Ikihi Yaga If she's in a gissl 
mood she jii't might ask one of the pit fiends from 
Area IT In teleport in lo assist lolnag 

lolnag has never been to Level 3 anil does 
not know its passwords-hut Ik* can speak and 
read Ikilu Yaga's native language. 

2 . I lie door lo this stall is securely shut. Inside 
is the mount of the force I ighl. a nightmare 
that glows a brilliant while like the sun. Its 
saddle and trappings an* also while, ami liny 
while flames flicker from its nostrils I he 
flagstones ol the floor are smoldering where 
its homes have touched them. The night¬ 
mare lias physical form now. hut should 
Light mount it. the horse becomes as insul*. 
stanlialasaghml. 

3. I lie door to this stall is open. Inside is the 
mount of the force Darkness, a nightmare 
whose coal is an inky black that Seems to 
absorb all light. Its saddle ami trappings are 
also black, ami liny black llanu-. lin ker from 
its nostrils. The flagstones of the floor are 
smoldering where its hooves have Inuclied 


them. The nightmare has physical form now. 
hut should Darkness mount it. the horse 
becomes as insubstantial as a ghost. 

4. Tliis stall is empty. Those who look carefully 
at the flagstone floor can see that it has hoof- 
prints burned into it. A single horseshoe that 
glows with a taint rod light lies in one of Hie 
aimers. 

Nightmares (21: AC -4; MV 15. LI 34. (C); IIDn.6; 
hp 37 each; TIIACO 17; "AT 3; Ding 
Id6«4/ld6*4/2d4; AL NK. SA burning hooves; 
SI) paralyzing cloud; MK nil; ML elile (14); XI* 
2.000 each 


Area HI: Baba Yaga’s Bedroom 

Ibis area lias been built on two levils-a lower, 
sitting room, ami an upper bedroom. Twin flights 
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of stairs rise 15 feet lo the bedroom. Ceiling 
height in the bedroom is 10 feel. and coil in/, 
height over llie silting room is 25 (cot. 

I. Tho sitting room is illuminated by a targe, 
rounded bay window ih.it has a seal below 
it. Tho view (which gradually changes, as it 
an aircraft-mounted camera were panning a 
landscape far below) isnf whatever world 
the hut is currently occupying. 

To either side of the bay window are 
wooden doors One. lus a glass handle, and 
leads lo Area I). The other, which has a han¬ 
dle of pure gold, leads either lo Area C or 
(with the proper sequence of knocks; 2/4/6) 
to Area Cl. 

Tito silling room is also lufiiisltcd with two 
couches and a mg whose pattern forms a por¬ 
trait ol llaba Yaga's lace, (The eyes are scrying 
relays.) Ileliind one of the couches is a secret 
door leading to Area 112. It is holh uu;arJ 
/ts hit ami marked with a mwvM ofiLty. 

2 I he upper area, or bedroom proper, lias an 
ornate four-poster bed covered with a far of 
uunitlh, an oval table, and a w fat tHr aim 
chair. The latter functions as a rug of suwffcrr- 
ing, its wing-shaped arms closing in upon any¬ 
one who sits in It (except llaba Yaga) 

Nearby is a triangular vanity table with a 
mirror On the vanity are 20 perfume bottles 
of various shapes and sizes. Most of these 
hold ordinary* scent, but two hold magical 
pcrfumes-d/i'Mia of ,tr.vm> and cnnlfaf Jeoik. 
Anyone opening one of these bottles must 
save vs. spells or suffer its magical effects. 
Also oil the table is a bottle of clear liquid 
with an eyedropper lid. This is a >jIcc of for 
jWiMg for the Negative Energy rime. 

A secret drawer in the oval table holds a 
map (of Area C.3b-minus the doors) that is 
labeled "Middle Section of IX-athTrap." Also 
in the drawer are three pages lorn out of 
spelllsioks. each with a different wizard spell 


Area H2: Treasure Vaults 



written upon it: iwp/isouwrrif; lem/wol sfii*»; 
and lime *fep. 

Tlu-re are also note* on how lo amplify and 
extend tin* priest spells reverse lime; time- 
h-ssru-ss; and withdraw. The notes are Incom¬ 
plete; spells cannot be cast from them. 

There is a Ilf. chance that llaba Yaga will 
be in Ibis area when the I’Cs enter it. Other¬ 
wise. she may be watching from her control 
room. She deals harshly with those who 
intrude into this private sanctum. tele|Hirling 
lo Area Gl and returning with the pit fiends 
to loss llie intruders out. 

Area H2: Treasure Vaults 

In tins well-guarded treasury, Uaha Yaga stores the 
wealth dial she lias accumulated in her travels to 
hundreds of different worlds. Each room holds the 
equivalent of one million gp woilh of treasure. 
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The vaults are guarded by a greater yugo- 
loth that has a bear-like appearance and llial is 
utterly loyal to liaha Yaga. It attacks intruders 
on sight. 

In addition to its usual powers, this yugnloth 
can cast mirror inu$t once a day, with the unique 
ability for the mirror images to move indepen¬ 
dently or the real yugoloth (for example, moving 
to block the entrances to tin- vaults while the real 
yugoloth tights) It also is immune to m.wt mind- 
a dec ling attacks, as il it had a permanent mmJ 
Mud spell cast upon it. 

Yugoloth. Guardian, Greater AC -I; MV •» FI •» 
<»>; Hl> 10; hp >8; TIIACO II; »AT 3; Dmg 
Id 10/ Id 10/ Id 12; Al. .ME; SA fire breath; SI) 
immune to charm, fear. hold, polymorph, sleep 
s|vlls. hit only by .2 or better magical weapon; 
MR 25“*; Ml. fanatic (18); XP II.IHI. 

I I lie yugoloth stands at Hi.- exact center .4 this 
mom, where it can use its 30-foot-long cone .4 
lire breath against thieves without fear of 
harming the valuables in I lie vaults. If forced 
to attack a character who has entered a vault. 
Ilu- yugoloth attempts to drag the PC Luck into 
this room, where the ligln can continue with¬ 
out fear of breaking any valuables. 

All three doors leading from this area are 
wi/.ml locked Additionally the door leading 
to Area III is marked with a >twM./dop. 

2. This vault holds jumbled piles ol money .4 
every description. Spilling out ol chests are 
lliousiiidx ol gold, silver, platinum and elec¬ 
tron* coins. Mixed in are paper dollars (unnv- 
ogni/able as money to the PCs), shells that 
serve as coins, bars of precious metal, 
wooden tokens, quills filled with gold dust, 
and flat squares of a colorful, flexible material 
with a black stripe down one side (bank and 
credit cards). A coin with an eye embossed 
upon il has been set into .me wall and serves 
as a scrying relay. 


PCs entering this vault must save vs. spells 
with a -4 penally or suffer the same effects as 
those produced by the spell innr/inMiv order 
while m this room. 


3. This vault holds a fortune ui gems, ranging 
from huge uncut diamonds to liny precious 
stones. AN an- stored in velvet-lined, flat cases 
or in pouches. There are also huge "thunder 
cgg*~-rnunded brown stones that have 
amethysts inside. Several more gems are set 
into Ilk- ceiling. One. a large ruby, is a scrying 
relay. 

PCs entering Ibis vault must save vs. spells 
with a -4 penally or become gaseous while 
inside this room (even upon return visits). 

4. This vault holds jewelry, stored in shelves or 
vilxei-lmed display cases. There are crowns, 
necklaces, rings, gilded belts, earrings, and 
medallions, all of litem made of precious met¬ 
als and encrusted with gems. There are also 
strange looking pieces made of dark, twisted 
metal, ornaments made of feathers or shells, 
necklaces strung with glass beads, and jew¬ 
elry made of a strange substance (plastic) and 
set with flashing lights. A tiara, displayed in a 
case at tlte middle of the room, is set with a 
firm that serves as a scrying relay. 
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Area H3: Clockworks 


This area lakes the form ol two gear-shaped 
rooms lhal rotate against each other so that Ihe 
nkkn in iheir outer walls inesli like leelh on a 
gear. One lull rolalion ol either room lakes In 
rounds; on each round, the "tooth* ol one room 
matches up with ihe corresponding gap on Ihe 
oilier mom. 

Once every ll» rounds, an archway opens up 
lhal allows access from Room I lo Room 2. ( I lie 
archway is shoivn open on ihe map.I PCs making 
ihis crossing must do m« within one round or Mil¬ 
ler rulh point-* of crushing damage. 


) lie other doors leading from this room (U* Area 
D and Area l| are permanently lined up with 
those areas, regardless ol ihe rolalion of Rnom I. 
A y«M diKir in Room 2 is likewise always lined 
up with Area 112, regardless ol Ihe rotation ol 
Room 2. This diKir i* wizard locked. 

PCs entering this area must save vs. para- 
ly/atkmor sutler a -2 penally tu attack rolls due 
to dizziness from the rotation 

Each of llie niches in ihis area lhal does not 
contain a door is filled willi a different type ol 
chick. There are tall, ornately carved grandfather 
clocks, smalk-r gbsvdomrd clocks on 
pedestals, collections ol pocket walclu-s, > 

hourglasses, sundials, water docks, and /, 

weird limkirig bOWS made ol an un- / Jl 

—Ji 


PCs entering this vault must save vs spelts 
with a -1 penally or suffer el (eels similar to 
those produced l»y a itafi of irilhtnn$. No hil 
points are lost, lull Ihe PC ages II) years per 
round spent in this room. This effect is per¬ 
manent. 


5. This vailll holds anlit|uesansi rare- household 
treasures. There are elaborate hand-bkm-n 
glass goblets, silver lea sc-ls and spoons, 
inlaid wooden end tables, plush wool rugs, 
liny jade sculptures, delicately painted vases, 
liny golden idols of deities, and gilt-framed 
portraits ol saints. The eyes ol one ol these 
portraits are scrying relays. 

l"Cs entering this vault must save vs spells 
with a -4 penally or suffer the same effects as 
those produced by a toto of powvr/c*M»e« 
while in this room. 
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glowing numbers (digital dodi»). 

l : .K'h clock is set inadifferent linn:. This oiua 
is lilli'il willi loud licking .uni every lew rounds 
.H least one of the clock* will either strike the 
lumr or iiiik •»«» alarm Ivll. 

Three of I he clock* (one m Room I and two 
In Kimnt 2) .uv nugk jl .uni produce a spell ellecl 
e.icli lime they strike .1 particular hour. While the 
I’Cs .ire in this area, there is a "5*- chance that 
one ol lime three clin ks will pi oft. Any charac¬ 
ters 111 the room iniisl save w spells with a -2 
penally or sutler ill effect*. 

I’acli ol the magical clocks has a different 
effect: a grandfather clink's hoot; produces the 
Mine effects as a .ImitfUfhtutftT; a small wind-up 
clocks loud alarm Ivll produces tin- same effect as 
drums Wi/ca/rmuy;and a laMetop steam-powered 
Clock's shrill whistle duplicales tin- effect*of p^v- 
n/piihi. I:ach of these clocks may tv resc-t for the 
effect top. oft at a particular hour. fTIn- DM mav 


choose which one pn-s oft while the It's are in Ihe 
r«n«m; the next two clin ks go off 10 minutes later 
ami three hours laler. respectively.) 

I hi* scrying relays in this area are a mirror set 
into the door of a grandfather flock in Room I 
ami tin'glass dome of a tahlelop clock in Room 2. 

Area H4: Skeleton Closets 

I his kmg. twisting corridor is only dimly lit by 
lanterns whose fuel is nearly depleted. It has II 
different doors, all of them wooden with plain 
brass handles except for one door with a gold 
handle; this door leads lo Area C (or to Area C l, 
if tin-correct sequence of knocks is used: 2/i/f.). 
A hv« 1 door leading lo Area 112 is tpizdiil h\ki\l. 

All the .alvr doors open onto closets lusi.le each 
closet is a skeleton dressed in rolling leather 
armor or corroded plate mail. If a closet iloor is 
opened, tlv skeleton Inside immediately springs 
•ml lo attack, punching twice each nnmd. 

Ilv skeletons have been fossilized ami have 
!•• mes as hard as stone. They have higher than 
normal lut dice (and are turned as 10 I lit Dice 
monsters). THACl), and hit points, and a lower 
arm.«r ckiss. Holy water inllicls only half damage 
(Id-1 points of damage) |HT vial, bill due to their 
fossilized stale these skeletons are vulnerable to 
lijii'itiulf ro, A lo min I and shun- /•• flail spells. 
I itlk'r of these spells turn them into formless 
Nobs, destro) ing them. 

Skeletons (12): AC 5; MV 12; I ID 10, lip 51 each; 
TIIAC0 11; »AT 2; Dmg 2dH/2dR; Al. N; SA ; SI) 
immune to tliarnufcar. hold, and sleep, and cold- 
or fire-based attacks, lake half damage from 
edged «H piercing weapons; MR nil; Ml. special; 
XP 2000 each. 

The first two limes the It's open a closet door, 
they confront only one skeleton. The third time a 
closet door is opened, however, all the closet 
doors fly »>pen and all the skeletons leap out to 
attack. At tlv same time, Ihe corridor is plunged 
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into inky blackness. Hull* normal and magxal 
MMirces of illumlnalion are extinguished. 

C in lltc next round. tlx- lanlcms beg* «** v"»< 
rays lh.it they cause any metal «* bomr h> glow in 
llu- same manner llul u does on an X-ray photo¬ 
graph. In this light. the attacking >U-klons can be 
seen as dim. while lorms. I he It'* hones and 
armor also glow; in the confusion, (hr Its may 
be attacked by their own companion- 

Any PC whiMlcclares that >htf i> tryinR to 
delermine whether the skeletal figure facing her 
is friend or toe automatically loses initiative on 
that round. 

There is no scrying relay in this area. 

Area Ml: Creature Cabinets 

This room is filled with a down glass-lronled dis¬ 
play cases of varying si/es. Each holds a motion¬ 
less (apparently stuffed) anim.il in a diorama ol 
its natural setting. A hallway bisects tlx- room; a 


gold door on one end leads to Area G (or to Area 
G2 if I he proper sequence of knocks is used: 
6/2/4). The d.x»r at the opposite end of the hall¬ 
way is made of frosted glass. 

A secret trap door in the floor between two 
of the- cabinets leads to Area U gravity reverses 
itself par. way through so that the PCs wind up 
climbing into Area L. The door to this display 
ca*4- i> loose; there i* a 50% chance that, once the 
secret door has been opened, vibrations from the 
piston m Area L will jar the front of the Display 
Case 9. causing it to swing open. 

Cabinet 5 is empty, its glass sides serve as scrying 
relays. The other glass display cases contain 
small mammals-a beaver, chipmunk, ferret, fox. 
gopher, mink, monkey, opossum, rabbit, raccoon, 
and flung squirrel. Each is very much alive; the 
cabinet* function as far* of prwmutwn. keeping 
the creature in suspended animation. Opening 
the glass front of any display case breaks tins 
enchantment, fracing the creature witlun. 

While these might appear to be harmless 
mammals, they am in fact animals that Ikiba Yaga 
lus magically infected with vampirism. 

If a I*C looks closely al an animal, lltc can tell 
that there is something peculiar about the animals 
mouth Hut observation is dangerous; any It 
who looks carefully al an animal meets its ga/e. 
Lutes* tlx- It: saxes vs spells with a -2 penally, the 
character b charmed and feels compelled lo open 
the display «** ami stroke the animal inside. 

Fach vampire animal lus a higher than usual 
intelligence (5) and pretends to befriend the It 
who opened its display case. It plays the part of 
devoted net until there is an opportunity to feed 
surreptitiously upon this host (perhaps while the 
l-C Is sleeping) 

Vampire Animal: Int avg (8); AC I; MV 4-I8, as 
minimal small: 1ID8*3;hp39each;TilACO 13; 
.AT 1; Dmg ldl Al. ME; SA ga/e; SO • I or belter 
nugxal weapon to hit. regeneration. Immunities; 
MR nil; ML avg (12); XP 3.IHI0 each. 
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Tlw vampire animals regenerate three liii point 
per round. Upon reaching zero Ini points, they 
assume gaseous (.Kin .uni imi'i flex* luck to Uicir 
"coffins"-any of llu* displjy cases lli.il i> 
intact and cmply-within 12 turns. 

Like true vampires, these animals are 
immune to poison, paralysis, and charm, hold, 
and sleep spells, and sutler only hall damage 
Ir.uii cold or electricity. Ihey can assume gaseous 
form at will and can spider climb, hut cannot 
shape change. 

I he vampire animals have all I Ik* mw vul- 
nerahililles that vampires do. Ihey can only 
drain life energy levels oulsi.le the hut or in arras 
of the hut that give across to the Negative Energy 
Plane, but cannot turn any but another animal 
victim into a vampire by doing this. They can 
only summon "lesser creatures" (liras) when out¬ 
side the hut. 

Due to their lesser intelligence, any attempt 
by a vampire animal lo charm a character only 
results in that character tooling kindly toward tlx- 
animal and wanting to pot it. 

Area M2: Chamber of Hallucinations 

1 his area does not contain a scrying relay. 

When the It's first open any door leading to 
this area. Ihey see an empty 50 x50-(mM room with 
stone walls and floor and a door in the center of 
each wall. 


Area M2: 

Chamber of Hallucinations 




Doorways lead to: 

Ml. M3, and M4 


The empty room is. in fact. nUrJ Any charac¬ 
ters who successfully disbelieve it or who use a 
Inif sorrily spell or gem of seeing briefly sees one 
of llie halluciivilions descrilvd below. 

As so.m as a character steps into this area the 
door behind him vanishes and he enters a strange 
dimension in which only Hallucinations and lucid 
dreams exist. Each character entering the room 
sees a different landscape~lhe DM can choose 
from tlx- inllou ing suggestions or make up others: 

An endless plain of bubbling mud pits ami 
scalding gevMTs under a sky filled with ominous 
ted clouds. 

A snowy plain ravaged by howling winds 
that stir up clouds of snow. The clouds lake on 
monstrous, ghostly dupes. 

Tlx- bottom of a rat-lilled pit whoso walls are 
smeared with slippery green algae. 

A menacing. shadowy forest with dozens of 
pairs of glowing red eyes peering .ml from the 
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underbruslu 

A jumbled landscape of rJ/«-Juip volcanic 
obsidian, across which acrid yellow smoke 
blows;. 

A battlefield upon which rotting corpses lay 
layers deep, picked al by vuhurv*. 

I lie I'C can interact with the hallucination, 
manipulation objects and moving across ll*c 
landscape. While the DM might care to assign 
damage (tor example, if the character falls into a 
mml pit or is cut by obsidian!, no actual damage 
occurs. Any Hems the I'C picks up vanish as soon 
as the It.' leaves this area. 

Il» hallucinations in this area cannot be dis¬ 
pelled. disbelieved, or seen through by means of 
spells or magical items. They are not a magical 
eflecl. but a result of the character physically 
entering the dimension of dreams 

As the I'C* enter this area, the DM should 
Separate the players and describe to each one 
the type ol terrain that Ins or her character sees. 
The sec tel to leaving tins area lies in consensus; 
the PCs must all agree on what an exit looks 
like before* it will materialize Any exit thus cre¬ 
ated leads to a random location; roll Id3 
(1 3 Area Ml; 2-Area M3; .3- Area M4). If the 
characters have seen one m these areas, they 
can go there without a random if they all agree 
that this exit leads to it. 

The DM should switch back and forth from 
one player to another, asking what each character 
is tloing. As each player declares that his or her 
character is looking for a way out of this area, die 
DM should ask, "IVhat do you think this exit 
would look like?" 

As soon as another player describes an exit 
that is similar, his or her character appears in the 
hallucinatory landscape of the firsl. I he DM 
should then leave these two players alone- to dis¬ 
cuss what has happened, ami continue asking the 
other players what their characters are doing 

FvenliMlIy, the players should realize what is 
happening. Characters may try to contact one 
another through such spells as ESP. group muni. 


/•ipfoi. iWcfu/Jiy, HrnijU bn\ukii>l, and llwugfif- 
:iu:v. or through psionic powers such as contact, 
ESP, nundlink, psychic messenger, send thoughts 
or siglulink. Once contact is made, they can tele¬ 
port tonne another's hallucination., since they 
now know what the other character thinks the 
terrain dtuuld look like. Alternatively, a I’C may 
use /mvHc acJtuif. or fiv.il.* lo find the nth- 
erv A /in./ the ; uffi spell reveals tlu* secret (or leav¬ 
ing llw- room, but the sjh-II ends when the PCs 
nuke their exit. 

Area M3: Testing Ubt 

llalu Yaga uses this area as for testing new spells 
she has learned and (or testing new magical 
items she lias created. The scrying relays in this 
area are three glass eyes. I hey are invisible and 
they levitate. Currently, they hover in Rooms 1.2 
and 3. turning lo observe the I’C*. 

I. This room lias three doors. One is a French 
door with panels of blown glass that offer a 
distorted x k*w ol Area M2. One of is wood, 
but has been decorated with an image of a 
hone and a tree, done in gilt paint. It leads lo 
Area C. (or lo Area C4, if (Ik- proper sequence 
of knocks is used: 6/2/T). A third door is also 
wood; it Iras an excellent lock (-20'.. lo open 
kicks attempts) and is also wiunl 

There are two ornately carved cabinets in 
this room. Both are locked. Inside one are a 
number of tray-like drawers, divided Into 
cubbyhole* that Itold various alchemical sub¬ 
stances: powdered minerals, ground gem¬ 
stones. samples of dried dirt and clay, sails, 
anJ chemical powders. Inside the other cabi¬ 
net are a number ol raw materials for making 
magical items: wand-shaped pieces of wood, 
metal and crystal; plain bands of metal that 
can bo made into rings: blank pieces of vel¬ 
lum and parchment lor scrolls; and inks in 
every color of the rainbow, made from vari¬ 
ous alchemical solutions. 
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Arc* M4: Armory 

This any contains examples of armor from see- 
oral of llu- worlds Baba Yaga has visited. There 
are IS suits of armor in all. each displayed on a 
mummifie-d humanoid corpse (preserved with off 
of procriul**!) llial scrvw as a m.miu\|iiin. The 
armor includes armor made from bamboo slats, 
efven duui mail, a fuluri-dic looking (liar plastic 
not shield and hoi mol. padded clolh. a World 
War I Orman infantry uniform, armor inado 
from glittering dragon scales, an olahor.iloly 
embroidered fand very heavy) robe that has a 
hidden chain m.nl lining, and olovon suits of nor¬ 
mal plalo* mail. The eye slits on two of iho latter 
serve a> scrying relays. 

Each of the mannequins holds a weapon 
appropriate to Its armor; included in the collec¬ 
tion are a -AtMcffcn whose emblem is a Medusa 
head (it funclions as ;> life nmi tffcai |, a urt of srur • 
f>(, and a Miwihrr ofs/xvif. I here is also a World 
War I vintage hand grenade, which the DM 
should describe as a mace. Any character using 
this "mace" has a 2 V\. chance (per battle) of caus¬ 
ing it to explode, mill, ting 6d6 points damage In 
a 20 -fool radius. 

A plain wooden di*or in one wall leads to 
Area M2. A spiral staircase* in Ihe opposite wall 
winds its way up IHO feel to a trap door that gives 
access to Area I- Gravity is reversed on the oilier 
side of il*e trap door. I he other evil in this room is 
a secret door, behind one of Ihe suits ol armor, 
leading to Area \. 

A dais in Ihe center of this room holds a 
stone Mock into which a gleaming silver sword 
with a skull-headed hill has been thrust. 
In graved on Ihe block are the words; "I he war¬ 
rior who draws me shall command the dead “ 

This intelligent weapon is chaotic evil, but ils 
alignment has been concealed by an undetectable 
alignment spell. The sword is a -4 weapon anil 
has an intelligence of 14. an ego of 16, and the 
ability to detect good in a 60-foot radius. Its spe¬ 
cial purpose is to kill lawful good creatures; 
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to within five feel of the pit must make a 
Strength check; if the check tails the character 
is drawn into the pit anil slowly sucked into 
its depths. It takes lor rounds for a victim hi 
completely disappear into the pit. A victim 
can check each round, but there is a cumula¬ 
tive penalty of -.1 for each failed check. 

Anyone trying to pull a victim free mu.t suc¬ 
ceed with a Strength check, or face Ihe choice of 
either letting go or also being drawn in. I he 
number of checks that may lx* made is equal to 
llu* numlvr of rounds remaining before the vic¬ 
tim is pulled into the pit; each attempt alter the* 
first is subject to a cumulative -3 penalty. 

The pit is filled with swirling dust and 
appears to be 10 feet deep. It contains ,i per¬ 
manent ifisin/cyra/c spell that destroys any¬ 
thing that enters it. Baba Yaga uses it as a 
clispos.il unit lor failed or dangerous magical 
items and other trash. 
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when in pursuit of this goal it can cast .mimjfi- 
Ji-jJ (as a 20lh level wiuiJ) once per day on all 
corpses ivilhin UK) feel of its wieldcr. The dead 
hcconu* zombies who fight along with the owner 
of the sword. 

Drawing llte sword horn the stone rc|uiies a 
Ivnd bais/lut gales roll. Anyone succeeding must 
save vs. spells or be cursed with an alignment 
«lunge toduolic evil. Tile cliaracter cannot throve 
tlw sword away until a rcwietr flrrsc spell is cast. 
The character fights anyone who tries to take the 
weapon before then. Ilut once the remove curse Is 
cast, tire character's alignment revert* to normal. 

This room is protected by the ghost of a 
fallen warrior from a highly mechanized world. 
I Ik- ghost appears to In- human, hut has machin¬ 
ery implanted in its body. One eye has been 
replaced with a glowing light, while one of Us 
arms and both legs have been replaced by 
machinery. It is wearing a black jumpsuit coveted 
in military logo* and Insignia. 

Instead of sinking with its hands, I he ghost 
shoots a laser built into one of its mechanical 
arms twice a round; a hit causes the aging effect. 
TMACO is normal and range is 60 feet. 

The ghost materializes when a l*C touches 
any of the armor in this room. It is utterly loyal to 
Baba Yaga (whom it refers to as "the comman¬ 
der"). lhe ghost cannot leave this area. 

Ghost: ACOor ft; MV 9; HD 10; hp 57; 11IAC0 II; 
■AT 2; Ding lOd-t years; A I. LE; SA viewing 
causes aging, panic, magic jar; SD hit only by sil¬ 
ver or magical weapons; MR nil; ML; XI’ 7.000. 

Tempo: Allegro 

Level 3 ol the hut is intended for characters o( 
Ihth level and up. No passwords or secret knocks 
arv required to move between arras Gla. G3b ami 
C3c these three areas are all pari of the death 
trap and an- connected to one another. 

Accessing the control room (Area G3d) at the 
center of this level, however, should prove 
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Area G3a: Lower Level of 
Death Trap 


nvrrif 



evtivniely difficult. t-ochof the nrcre* doors leading 
In it hi' been carefully concealed. i' itim*V l«W 
.uni is protected by .1 >vmM of death. In odditum. 
anyone touching uni- «>i those doors must save vs. 
spoils with.»-I penally or sudor a fn^ri «poll lh.ii 
causes them lo forget all about the -vM door. 

I he control room itself is protected by a far- 
Miami' spell. I lie password (which must Ik- spo¬ 
ken in Haba Yana’s native language) is "Open 
your doors lo me. heart of my hul." T«i learn it. 
(he Its probably will have to overhear llaba Yoga 
using it; none of her minions has been entrusted 
wilh it. Ikalw Yaga herself is unlikely to use it; die 
normally teleports from one area to the nest 
wilhin her hut. rather than using the-doors. 

llaba Yaga has also cast Vtm GesA's rtfmtul 
upon (hecontrol room 

The mirrors in areas Gla. Gib. and Glc are 
scrying relays. I hoy cannot be broken by physi¬ 
cal means (even by magical weapons) ami save* 


vs. magical attacks as 25tlt level wizard*. 

All maps are at lho same scale: one square 
10 feet. 

Area G3a: Death Trap. Lower Section 

Baba Yaga lias already tested this trap on the 
forces of Light, Darkness, and Twilight, and she 
plans to use it in the near future on Death. She 
has thus aligned it In the Negative linergy Plane, 
tin- pkine on which Death is most prevalent. 

The ceiling of this area is 20 feel high. .1 hole at 
tin- center UskIs to Ann G3b. l : our concave mirrors 
made of highly reflective glass face an iddly duped 
pit in the floor. 11k* pit emits .1 rapidly dashing light. 
Hr k*( bursts of constantly changing sounds accom¬ 
pany the Hashes. A low wall, one fool high sur¬ 
rounds Ilk- pit. Ilk- wall is covered With gold and 
uiLiid with hundreds of priceless gems. 

The pit leads primarily lo the Negative 
Knergy I lane, but also cycles through a pro¬ 
grammed MSpience that connects it, lor a fraction 
of a second at a tinu-. to each of Ilk- other planes, 
cycling through the Inner, outer, prune, astral, 
and ethereal planes in turn, through it. llaba 
Yaga hopes lo line ami trap IX-ath. 

Annmr touching the ledge surrounding the 
pit open* a gateway into the Negative Material 
Plaik* aikl releases 111 shadows. Due lo the gate's 
provmnty. tlk- shadow* have higher than normal 
hit dice and lut points (and correspondingly 
kmc-r 11IAC 0 ) and are turned as *p«vi.il unde.nl. 
They immediately attack any living creatures, 
and flow hock into the pit after reducing every 
liv mg creature in the area to a shadow. 

Shadows (101: AC 7; MV 12; I ID i». hp 42 each; 
THACO 15: »AT I: Dmg Id4* I; AL; SA drain I 
point Strength per touch; SD immune to charm, 
hold, sleep; MR nil; Ml. special; XP 1.400each 

Tlk- mirrors on the wall are part of a gigantic iivrp 
1 K .11 No. designed lo c«>nlain the force- Death at the 
center of the room. They arc-, as yet, incomplete-bill 
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Area G3b: Middle Level of 
Death Trap 


hack into flu- narrow corners, suffering 61 I 6 
points ol ilmmr. They must saw vs. paralysis or 
suffer a -I penally on all attack rolls due In nau¬ 
sea They cannot escape until the area slops spin- 
ning-unless they can make bend bars/lifl p.ales 
ridlv Any character making a successful roll can 
claw his way toward a «l«Hir. 

Those al I he center of the room (anywhere 
between the four mirrors) are thrown inward to a 
central point, and hang suspended midway 
between floor ami wiling. On the fust round that 
the trap goes .iff, they must saw vs. 'pells with a • 
h penalty or fall victim to a fJiwcfcsniiK* spell that 
lasts until the room stops spinning. The room 
st.ips spinning only if llaba Yaga resets it-which 
can only be done* from the control rooin-or if it a 
uiJt spell is used. They can be also freed front this 
effect if a reversed Icayw.i/ *tisf» spell is cast upon 
them Ivfoie they an- imprisoned (see Mow). 

On the IOth round, anyone at the center of 
the room must save vs. spells a second time wllh 
a --I penalty or l«e im/irfsuued as the‘Oil level wiz¬ 
ard spell. Instead of being trapped beneath the 
earth, however, they are trapped Inside the mir¬ 
rors; ghostly images of tin- victims can he seen on 
each of the four mirrors. If the mirrors an- broken, 
the- victims are forever lost. Otherwise, they call 
be freed using a rciv»M-i/ Mi/ursoMuicuf spell. The 
l>KI is free to decide what other creatures are 
•reed from the mirrors llaba Yaga has tested her 


ate still dangerous. An)’ character passing m front .if 
a mirror must nuke a saving throw \s spelh with a 
•2 penally; failun- means lls.it the victim's body is 
diim-iv. ion ally Iwislisl as lit. nigh M 4 >vt.»l to a .li«i 
ihrr;r7i»i.i»i sjh-11. The effect is permanent until di%- 
pvlled. at which lime the \ ictim must nuke a system 
shock roll or suffer 6 dA points of .lanuge. 

When llaba Yaga enters this area, she pro¬ 
tects herself with a wy-iifiivfuturepntfivriou spell. 


Area G3b: Death Trap, Middle Section 


Ibis part of the trap i> already functioning. Any 
character pissing between the lour large mirrors 
set into lire walls (including those entering the 
room via the IlMoot-wide holes in its floor and 
ceiling) sets it off. When that happens, llu> area 
immediately begins to spin like a giant pinwhccL 
Clur.Kters in any of the four "wings" of llie room 
(those who are not between the mirrors) arc- (Tung 
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Area G3c: Upper Level of 
Death Trap 



lr.tp on .ill manner of Ivmgv 

While I hose trapped .il llw center of the twm 
will probably be unable to live ihemwHvs. there 
are ways lhal those who are merely trapped in 
the wing* ol this area can Uioporarily mcape tlw 
clutches ol this trap. Anyone trapped in one of 
the wing* can use a lime flop spell to move freely 
(despite the spinning lor Id3 rounds. A rciv/v 
time spell might also be used to esc ape-possible 
even to free tliose at the center of the trap. 

The mirrors on llw walls reach Irom lloor to 
ceiling, and are slightly convex. The ceiling in 
this area is 20 feet high. A dome of glowing bars 
blocks the hole in llw ceiling (see Area C3c>. 

Area G3c: Death Trap, Upper Section 

A I0-foot*widc bole in the lliH>r of this room 
leads to Area C3b. A dome glowing bars forms a 
circle around this opening, effectively blocking 
off the center of the room from its wings-and also 


Nocks tI k* opening itself. Ibisfmreatg* cannot be 
dispelled. Anyone passing between its bars 
(including those entering this area through the 
hole in I Ik* floor) must save vs. spells with a -ft 
penalty or become the victims of a binding spell. 
lncorp.»real creatures that fail their saves are not 
only bound, but changed into corporeal forms 
that can be IkM within the bars 

Faclt of the wings of this cross-shaped aiea ends 
in a point whose walls are covered with flat mir¬ 
rors. Faclt of these mirrors bears a mouth (similar 
to a augit mouth spell). The mouths create the 
biuitiug effect by chanting continuously. If all 
eight Ik* silenced, anyone inside the foicecage is 
no longer Nwmd. 

Area G3d: Control Room 

The control room is dominated by a large, high- 
backed chair carved front a single piece of ivory. 
The chair is inscribed with nines of inlaid silver 
aiul gold. A red velvet cushion pads the seal. The 
hack contains a series of shelves; Baht Yaga's 
spell IhkiVs are kept here. The DNI is free to fill 
these with various high-level and unii|ue spells. 

Baba Yaga's magical cauldron and broom 
n**f on llw floor nearby. 

Tlie mirrors th.it line this room serve as view¬ 
ing scmvns for the* scrying relay’s found throughout 
llw hut. Some an* permanently locked onto a par¬ 
ticular area Others can be used to view a variety of 
anus Any of llw mirrors, once locked onto a room, 
can K* set to act in a manner similar to a mirror of 
rv lent ion. playing back events observed by a par* 
licular scrying relay during tlw last 2-1 hours. 

Mirrors 1-3 are always set on Areas C.la, 
Gib, and Glc. 

Mirrors -4-13 can provide views of the areas 
coven-d by scrying relays on Level I: Area A (rats' 
eyes): Area U (mirror in ceiling); Area C (eyes in 
stove); Area D (golems' eyes); Area F (bell bound 
statue eyes); Area F (sunflowers); Area G (door¬ 
knobs); Area 11 (illuminated balls); Area J (mir- 
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ron>); Area K (gem in samovar); Area M tyuasits* 
rtc'K Area N (beholders* eyes); Area O (kivob in 
trap door); and Area I* (water louts). At any given 
time, lour ol these areas are not (ovtunl. 

Mirror M is always set to the exterior ol the hut. 

Mirrors 15-2-1 can provide views of live areas 
covered on Level 2; Area I I (crystal inclrande- 
licr); Area 12 (statue eyes); Area F3 (radar dish); 
Area R (eyes on pillars); Area C2 (window); 
Area G3 (knotholes in trees); Area C4 (broken 
mirror); Area 111 (eyes in rug); Area 112 (coin, 
gem, tiara, portrait); Area ID (mirror, dome); 
Area Ml (cabinet); Area M3 (invisible-gLisseyes); 
and Area M4 (armor visors). At any given Iiiik-. 
three ol these areas are not covered. 

When not busy elsewhere in the hut. Baba 
Yaga sits in the chair, watching llie minors. Unless 
the ICs hav e prov ided a diversion of such magni¬ 
tude that it warrants Haba Yaga’s |vtsonal atten¬ 
tion elsewhere, she is sealed hen- when they enter. 

While in the chair, Haba Yaga need not cat, 
'Itvp. or drink. A \ iLuous fMhM UmnJ alerts 
her to llie presence of strangers ui the control room 
and she immediately turns to (ace the intruders. 

Haba Y.iga tries to drive tin- PC* out ol the 
control room II seriously outmatched she tem¬ 
porarily teleports away to summon her minions 
(pit (lends m Area Cl, clay golems in Area I), or a 
•piasits in Area M). 

From the c hair, the actions of the- hut can ho 
controlled. Its legs can be directed to walk, nm, 
or fold up beneath it. or can be made to dance, 
causing the but to plane tkifl to another world. 
I he teleport ability ol the hut can also be con¬ 
trolled Iron* here. The chair rotates-slowly or 
t|iiickly-at the will of the person sitting in it, thus 
repositioning to (ace any of the mirrors. By 
merely thinking a command, any ol the mir- 
rors-except the (our that are already permanently 
set-can be locked onto a particular location 

Additionally, a person silting in the chair can 
control the clay golems in Area I), the 'lulled 
toys in Area X, or the spin of Area Gib. 

Unfortunately for any PCs who make it this 


r 


Area G3d: Control Room 



lar, the hut recognize* only one mistress or master 
at a time. As long as Baba Yaga Is still alive, it 
refuses all commands Irom anyone else who sits 
in the- chair-unlc»« that person can dominate the 
hut in the same way that an intelligent weapon 
must he dominated (six- DUNUON MASIT.lt Guide. 
Appendix 3) I he PC must compare her personal¬ 
ity score (Intelligence * Charisma * Experience 
Level, reduced by lost hit points) against that ol 
the- hut (50). If suconslul. the I’C can temporarily 
control the- hut’s actkms-unlil she is ousted Irom 
the chair by Baba Yaga. 

Should Baba Yaga be killed the hut acknowl¬ 
edges as its new mi'liess or master the first peison 
who can dominate it. As soon as domination has 
been achieved once, it need not be- tested again. 

Failed attempts at dominating the hut result 
in a magical backlash, live l*C sitting in the chair 
must save vs. spells with a -I penalty three times 
or suffer live effects of three spells: 

«•**.*; and po;.vr aw./, sfirn. 
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Concluding the Adventure 

Hu* PCs" .uivolumes inside the hui can end 
whenever llwy have accomplished the lasL-. ihai 
were set tor them. 

When Ihe PCs leave, the DM might deem 
that Baba Yaga deckles to p/jjfe yhifl the hut to 
anolher workl where there are lower troublesome 
meddlers lo illstr.Kt her. As long as Baba Yaga 
was not killed anti her hut not taken over by oik- 
of the PCs (something that should prove 
extremely difficult). Ihe hut can always return 
later to plague adventurers anolher day. Altoma- 
lively. Ihe DM might like lo have Ihe dancing hut 
linger in the campaign workl. 

In either case, the DM should consider 
whether Baba Yaga succeed* in her pkin lo cap¬ 
ture Death and force him to promise never lo 
Claim her. Success would make Baba Yaga immor¬ 
tal and would also have some interesting tempo¬ 
rary elfects on the campaign world. 

' For tin- brief period of Death's incarceration, 
no creature could die-anywhere-on any of the 
planes of existence. Characters and monsters 
alike might be sloshed to pieces. incapacitated by 
horrible diseases, or reach Ihe end of their natural 
lifespans-only lo fiiul that they are unable to die. 
I heir spirits would not travel to any of the Outer 
Planes to greet their gods or lo he reborn, but 
would instead cling to their mangled, disease- 
wracked or withered bodies, animating these to 
whatever degree they an- able. Plants, loo. would 
not die, but would continue to grow when cut 
(and would still he alive when eaten, possibly 
making them indigestible). Famine might result 
in a sea of plenty. Even a mosquito, when swat¬ 
ted. would not die. 

This weirdness would continue only 
hriellv-perhaps just lung enough for the l*Cs to 
be forced to seek out Baba Yaga's hut a second 
lime. In any case, soon as Baba Yaga releases 
Death, all Ihe effects stop amt even- creature and 
plant that would otherwise haw died previously 
is immediately claimed by Death. 
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Baba Yaga 


CLIMATE/!ERRAIN: Any 
FREQUENCY: Unique 
ORGANIZATION: Softlarv 
ACTIVITY CYCLE: Any 
DIET: Carnivore 
INTELLIGENCE: Godlike 125) 

ALIGNMENT: NE 

ARMOR CLASS: -I (includes dexienlv bonus) 
MOVEMENT: 12 
lip: 150 

TIIACth ^ (include* «lmw|h bonus) 

NO. Ol ATTACKS: .1 
DAM AG E/ATTACK: 4d4»9 (claw)/ 4.14.9 
(claw)/ 2d 10.9,bite) 

SPECIAL ATTACKS: fear .mr.i; poison; aging; 
spell*. 

SPECIAL DEFENSES: • I or better weapons to 
hit; Moii nn t.il weapon to Ini when inside hut; 
r. generation; immunities to poison, lire, and 
cold: spells. 

MAGIC RESISTANCE 73”- 
SIZF: M (S' tall) 

MORALE: Fearless (2l» 

XP VALUE: .10.IHKI 

Sir 21. IVx Is (»2 reaction. .2 to missile attack). 
Con 22.lnt25.lVis2J.ChaS. 

Raba Yaga looks like an old woman with a wrin¬ 
kled lace, white, tangled hair, and bony limbs 
I ler face is hi.le.ms to behold, with a lon^ warty 
nose, eyes that gleam with evil intelligence. and 
lals.* teeth lorded (mm iron. 

I'al*a Yaga dresses in shapeless black gar¬ 
ments and wears shoes that oltcn squeak, 
announcing her arrival. Although she pn-tend* to 
hohhle around, walking with the aid of a stick, 
she is amazingly quick, strong. an .1 agile. 

Ikiha Yaga is evil, but her outlook tends to be 
neutral. While she has her own best inl.-r.-sts .*t 
heart, she lends to attack only hose who pose a 
throat to herself, to her hut. or to its contents. 
Ihieves am especially unwelcome. 

Ik ings who am polite to Baba Yaga (die prefers 


to be called “Grandmother") and who respect Ihe 
contents ol her home find her willing to converse 
with them. She is difficult to deal with, being ill- 
tempered. impatient, and rude. I loweeer. she is a 
t.mt ol knowledge ol all things magical, and is 
bound to know a number of spells that ate 
unknown on any particular world, and she is will¬ 
ing to exchange her knowledge for wealth or *er- 
vices She also owns a vast quantity of magical 
it,-ms. some of which she may he willing to trade. 

l*Cs seeking knowledge should tread warily, 
however Each question asked ol Baba Yaga (il 
answered) ages tin- questioner by Id lit years. Ihe 
character might not realize that she is aging until 
her companions remark upon her changed apjtcar- 
an.e or until the aging causes a change in ability 
scores The “lost" years are permanently Iraus- 
(erred to liaha Yaga-who uses them In extend her 
already unnaturally long hie span. II questioned 
ahoul Ihe aging. Baba Yaga teplies: "People who 
know loo much grow ol,l before their lime." 

Although she is evil. Baba Yaga has a sod 
spot (or the young girls who are sometimes sent 
by their families to live in her hut as servants. 
Ik.l«a Yaga itMully does not harm the girls, even il 
their alignments are good. She always makes 
lliem work hard and is often short-tempered with 
th.-m Only il they vex her severely will she pun- 
ish them. Punishments commonly take Ihe form 
•*( ending them home w ithout the magical item 
she usually gives to those who have acted slH her 
servants (or two lull years. She was especially 
lursli with Ilya, the serving girl who disobeyed a 
dmx.1 order. Even llu-n. Baba Yaga did mil kill Ihe 
girl, but merely turiwxl her into a h.-dg«hiig. 

Il is rumored that Baba Yaga acts this way 
Iwvause she remembers her own servitude-cen¬ 
turies ago-lo the powerful female wizard who 
taught Hatxa Yaga her hrst magical spells. 

Nevertheless. Baha Yaga is uo fool. She is 
highly suspicious and trusts no one-even her 
most favored henchmen. She is especially van- 
Iuhis with the creatures she summons from the 
outer, elemental, and negative energy planes to 
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Jo her fighting for her. She keeps these servants 
hound with magical spells and always keep* a 
wary eye on 11 win with her scrying »k-v ices. 

Special Abilities 

llaba Yaga has a number ol special abilities that 
are independent ol her spell-casting abilities. 

Due lo her great powers and evil nature, 
llaba Yaga emils an aura of tear that affects all 
treat ii res who approach .*) feet ol her anti tail to 
save vs. spells al a -3 penally. Il is similar to Uh 
level wizard spell/car. except that it dots not 
cause Us victims In lice in panic (although there is 
a chance they will drop what they are holding, 
see the spell description in tin-1*1 IB lor details! 

Instead nl fleeing, llte victims cower at llaba 
Yaga s feel, begging lor mercy. Should Uaha Yaga 
choose lo grant it. she casts a £«■** on the victim 
aiul assigns some arduous task of the DM’s 
choosing. I here is -«» penally to the sax mg throw 
against tlietfCtf* due to fear. Deviation from the 
task causes Ihe victim lo temporarily lose ld«» 
points of intelligence, due lo extreme tear, until 
the task is resumed. I'aihire to complete tin* task 
within the allotted time causes the victim to 
become insane. 

llaba Yaga prefers to let her minions (crea¬ 
tures drawn from other planes) do her fighting, 
while she stands back and casts spells If forced 
into melee, however, site can attack with Inf inn 
teeth or with her lingern.nl>. which an- a> strong 
and sharp as claws. Ihe tilth that lu> collected 
under her nails makes them deadly; anyone hit 
by one of Baba Yaga's daw attacks must save » 
Type I- poison. 

If wounded. Baba Yaga regenerates three hit 
points each round. regardless of whai caused Ihe 
wound; she can regenerate damage from weap¬ 
ons. fire. add. or disease. If her head or one of her 
limbs is severed, the severed member floats 
nearby and continues to light or cast spells, until 
il gets an opportunity lo rejoin Ihe body. Ihe lime 
needed (or a head or limb to reattach itself is 


determined by the hit points dealt by the sever¬ 
ing Wow. For example, if Baba Yaga's head were 
severed bv a Now that inflicted 12 points of dam¬ 
age, the head could be reattached in four rounds. 

Alllmiigh she is untrained in psionics. Baba 
Yaga lus one very powerful prinnic wild talent. Slu¬ 
ts protected at a* tunes (ev en when sleeping! by Ihe 
mind blank devotion with a power scow of 16 

Baba Yaga has both normal vision and infrav- 
isaon. 

llaba Yaga has a rmagically enhanced sense 
of smell.. Bv merely sniffing a character or mon¬ 
ster. she has an HO"- chance of detecting align¬ 
ment. She also has a *HV« chance of detecting 
place of origin (home world), and a 75".. chance 
of detecting invisible or hidden creatures by their 
n.lor. All these powers have a range of 30 ye.uds. 
Halu Yaga has complele control over tlw duration 
of daylight and darkness on any of the Prime 
Material Planes she visits, and can cause the sun 
to live and set at will. 

Bale Yaga's has the power to feed upon (In¬ 
spirits ot those who die in her presence. To do 
this, she must touch ihe corpse within 10 rounds 
alter death occurs. The victim must save vs. 
death magic at a penally of -6 or his spirit is Itc-rly 
destroyed. If tin- spirit is destroyed, the victim 
cannot he raised from the dead, resurrected or 
reincarnated. Fating a spirit takes one mund and 
restores llaba Yaga lo full hit points. 

Immunities 

Baba Yaga can Ik- lul only by magical weapons. 
While inside her hut. she cannol In- harmed by 
weapons metal weapons. All nu-lal weapons 
(magical and normal) pass harmlessly through 
her. When she ventures outside Iter hut, she loses 
this immunity 

Due to her high Wisdom score. Baba Yaga 
gains a id bonus lo saving throws v>. spells that 
attack live mind. Her Wisdom also gives her com¬ 
plete immunity lo llw following spells: c/m«. c/urm 
rows to. ,/unri jvr-eri, (omuunJ, tonfusmt. emotion. 




feat. feeNemind. forget. friends. fumble. held mis ter. 
hold fvnon. hyjmotism. magic jar. <ped, ray cf eufeeU.- 
IllCIlt, SClW. Suggestion. 

Due lo her high lit lei I igencc score, she is 
mimuite lo Illusion spells of 7th level or k-w. 

Due l«i Iter fantastically high Consliluliun 
score, Ilaba Yana cannot he killed by poison. 
Should she fail a saving throw vs. poison. suffers 
only an ex Ira 2db points of damage rallu-r than 
being killed. 

I ler high Constitution also gives her a »2 to 
all saving throws vs. spells that cause- damage to 
the body through wounds, disease or instant 
death (for example, kmdlt ofdeath,contagion. can* 
Jneasc. cause liglil/senous/crlliciil wound*, death 
* 1 * 11 . destruction. disintegrate. eueig y dram.fiuget of 
ilrulh. potoer uwd. kill, turnpine lew.h) Because Iter 
normal saving throw vs. spell* is 4. slw can only 
Ik- harmed by these spells it she rolls a I on her 
saving throw. 

liven though Baba Yaga is front another 
plane and is evil, she cannot be banished by 
means ol a disjvf .viJ spell. Noe is her hut affected 
by this spell. 

Finally. Ilaba Yaga resists fire as ,i du- were 
wearing a nng of fire resiylance. and resists cold a> 
il she had used a 'troll of fwr.vii.vt front odd (but 
wilhuul the .tthfoot-diameter sphere; tin- protec¬ 
tion applies only lo herself). 

Wizard Abilities 

Ilaba Yaga is a 25th level wizard. She can use 
spells that require contact with another plane 
when site is outside the hul-or when she r> within 
one of the areas that specifically allows contact 
with a particular plane. Site is a master at the art 
of summoning, and has a number of these spells 
in her repertoire (hirii.duueuf. confute elemental: 
dismissal; ensna lenient, gate. rnpfsrWc -rafter; mou- 
*l,i summoning l-VII. shaJoup monsters-. emotion 
shadow). While she is inside the hut. she prefers to 
instead memorize spells that are useful against 
intruders. 


Wlwn the- PCs enter tlie hut, Baha Yaga has the 
following spell-, memorized and ready for use: 

1 st level: grease. Ugh I. protect ion from good, 
thoetiug grasp, sleep. 

2 nd level: rfrticf iansiUlity. rayoJenfeeNement, 
spectral fund, Tatba'i urirtWfrnf/rHr hideous tangl¬ 
ier. Wizard loti. 

3rd level: dispel magic. haste. s low. empiric 
touch, urarthform. 

4th level: conlagion. fumble. minor glob, of 
mvuhwrMHtt. /vdymorj* other, shout. 

5th level: tone of cM.feeblonind. I.coni ti lid's 
lamentable belabormenl. triejwl (\2). 

6th level: disintegrate. gcii. project image, repul- 
skm, veil. 

7th level: foteecage. reverse gravity. spell turn¬ 
ing. sequester. statue. 

8th level: Mgbu'i clenched flit. Inn,hug. clone. 
NMxS charm. fUOVT mud. Hind. 

9th level: erytlalbritlle. potter uvrd. kill, pri*■ 
matte 'phete. time Hop. uiih. 

Because Baba Yaga is such a powerful and 
well traveled wizard, the DM should feel free lo 
alter her tpeWist or lo make up new spi lls. 

Priest Abilities 

In addition to being a powerful wizard. Baba 
Yaga worships the gods of magic, and is a 12th 
level priest. As a worshipper of magic, she has a 
number of granted powers: the ability lo control 
undead (as a normal cleric), infravision, and tlu- 
ability to shapechange up to three times a day, as 
a 7th level druid. 

When the PCs enter lire hut, Baha Yaga has 
the following priest spells memorized: 

1st level: animal friendship. command, delect 
magic, detect poison, endure cohl/heal. entangle, 
mrnrNfify to animal*, protection from good, remove 
fear. 

2nd level: enthrall, find trap.-, heal met at. held 
person, obteureutent. silence. 15' radius, speak tvilh 
animals, trrp. 

3rd level: call lightning, cure disease, dispel 


magic, melJ into s/eiii*, negative plane /uulftliixi. 
nvfjetv nw, >piut with JeiuL 

lilt level: abjure, cure sc/johs ueutub. Jetecl be, 
fnv action, iuibuc with speM abihlu. loovr outer, /no- 
let Iioii /nun lightning. 

5th level: .iii/i f’liiiil shell,eure critical uvuiult, 
i H*pel evil, raise 1I.U1I. spike stains. true >««{. 

6th level: jnuiM/.‘t>(ipv/, Haile turner. 

Thief Abilities 

Balsa Yaga Iii> i number ol Ihe abilities of a lllih 
level thief. She c.m Open lock*, find or remove 
traps, hide in sliadoivs, defect noise. or reaJ Ian- 
Ullages. She can also. to a lesser degree. move 
silcnlly-allhough her squeaky shoes often give 
her away, lie-cause site »va» not formally trained 
as a thief, llaba Yaga does not luve any special 
abilities in picking pockets, climbing walls, or 
hackstabblng. 

Thieving abilities: Of. 75%. 17KT 80%. MS 
3U%. I IS 85V DN 80"., Kl. 95V 


Magical Items 

Dec.)Use llaba Yaga has lived mi long ami traveled 
to s»i many different worlds, collecting magical 
items, the IJM is encouraged to give her a wide 
range of these items to choose from. The l)M 
should feel fnv to include magical items Hut the 
I’Cs have never heard «f before, and to twist the 
descriptions of common magical items, giving 
them new forms, expanded nr diminished pow¬ 
ers, or special conditions tor use*. 

A number of magical items are speciticallv 
mentioned in the area descriptions of this mod¬ 
ule; llaba Yaga knows the location and lunction 
of each of these items and can nuke use o! them. 


Baba Yaga's Cauldron 

llaba Yaga's iron cauldron issimil.tr to a small 
carpet of living. It can carry a single person (up to 
1541 pounds) and Iravel at a speed ol 42 (NIC If). It 


is controlled by die mental commands of the per- 
s.ut inside it. lint it also lus additional magical 
properties-and a few quirkv 

The first quirk is Hut llaha Yaga's cauUion of 
flying must bug Hu- ground; it can gain an alti¬ 
tude of no more than 60 feel. If traveling across a 
region of toll trees, it simply forces them aside, 
uprooting them and leaving a wide trail in its 
wake. It must, however, detour around con¬ 
structions Hut are more than 60 feel high (build¬ 
ing*. walls, etc.) Tlte cauldron is also incapable 
of crossing a large volume of water such as a 
river or ocean. Any body of water less than 111 
feel wide or less than one foot deep poses no 
problem. 

I Ik- second quirk is that the passage of the 
cauldron often stirs up Morins in the atmosphere 
above it. Each pHtrik-y of the cauldron has a 25% 
chance of causing a violent magical thunder¬ 
storm (but one without .my lightning, just thun¬ 
der) ev.it m a clear sky. 

Ihe cauldron protects its occupant against 
spells ol up to 4th level m the same manner as the 
globeof ineubtetabtlity spell. Higher-level spells 
rebound from Ihecauldion as if it wore protected 
by a spell turning spell (the cauldron has an 
unlimited capacity to turn spells). 

11“ cauldron is protected against intruders 
With a fire /rap spell Anyone climbing in without 
dispelling the trap suffers 25d4 points of lire 
damage. 

Baba Yaga's Broom 

Whenever she travels in her flying cauldron, 
llaba Yaga lakes her broom of track etafing along 
with her. The broom (traditionally called a 
-besom-) has bristles made of twigs. It functions 
•vs a pass without trace spell, oml il can erase Ihe 
trail of devastation left by Ihe cauldron's passage 
through a forest (uprooted frees spring luck into 
place, undamaged). 
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B aba Yaga is an ancient crone who is 
said to have power over day and 
night itself. Many seek out Baba 
Yaga for her wisdom, which she has 
gleaned from centuries of travel through 
numerous worlds. Others, bolder and 
more foolish, search out the hut to 
plunder its treasures, which Baba Yaga 
has gathered from every corner of the 
multivcrsc. None, thief or scholar, 
who enter the Dancing Hut of Baba 
Yaga leave unscathed. 
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